COMMANDOS 2 - X-BOX - COMBAT FLIGHT SIM II • THIEF Il 


COMPUTER sme 


GAMES 7 55: 
Xv j CARDS! 


ШЫ К zu 


Tropi 0 = 


ПТ fun 23 
from-the Creator o 


Railroad 
Tycoon II 


The a - 


P j d S 44 / aU 
" 8 ль 
Ml У). E E 
P TT. ON M 7 t 
ES - = e || 
0.115 / JU 2000 LR $ \ | x 
$7.99US $8.99CAN ; > x S 
6? Í Va ui | х 
А $ | 
al Я a: 
4 2 : 
Е X ы = > 
Э, #< | 1 D 
470 01704 2 
SUE c Ke 
E. uz MEC ibo UU 


MIAXIS 


Maxis" is an 
Electronic Arts" brand 


Intensely Challenging 
Building Sets Disasters Scenarios 


More Catastrophic 


Totally New 


Forget about a global village, SimCity 3000™ Unlimited gives you the power 
to control your own global metropolis. From temples to towers, you'll construct 
cities with hundreds of new buildings from North America to Europe and Asia. 
Add to that 13 challenging scenarios, along with the ability to design your 
own, and you'll be doing everything from fighting crime in Moscow to reunit- 
ing East and West Berlin. Then inflict on your unsuspecting residents one of 
4 new disasters, like falling space junk or a plague of locusts. So take home 
SimCity 3000 Unlimited today and get ready to take on the world. www.simcity.com 


© 2000 Electronic Ап Inc. SimCity 3000, Maxis, the Maxis logo and Electronic Arts are trademarks or registered trademarks of Electronic Arts 
Inc. in the U.S. and/or other countries. All rights reserved. Made in the USA 


_ Under cover of night, 
evil pledges allegiance co none. 


n your courage shine through during times of all-consuming 


a 
ue This is one of the questions you'll confront in Baldur's 
Gate Il: Shadows of Amn. Immerse yourself in a world of 
intrigue, adventure and fierce combat where telling the difference 
between good and evil is often a shadowy endeavor. In the black of 
night, you'll confront more than evil... you'll confront your own fear. 


©. New weapon and AD&D proficiencies (including a 
two-weapon fighting style) create unique combat 
options for players 

4. Real-time gameplay with the ability to pause at any moment 
and custom script your characters' behavior or refine your 
strategy. 


^. The ultimate multiplayer experience in the sequel to the 
Roleplaying Game of the Year. 


© Create а new character or import your Baldur's Gate character 
into Baldur's Gate 11 and continue the epic saga. 


www.interplay.com/bgate2 
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BALDUR'S GATE II: SHADOWS OF AMN: Developed and ©2000 BioWare Corp. All Rights Reserved. Baldur's Gate, Shadows of 
Amn, Tales of the Sword Coast, Forgotten Realms, the Forgotten Realms logo, Advanced Dungeons & Dragons, the AD&D logo, 
and the TSR logo are trademarks owned by Wizards of the Coast, Inc., and are used by Interplay under license. All Rights 
Reserved. BioWare and the BioWare logo are the trademarks of Bioware Corp. All Rights Reserved. Black Isle Studios and the. 
Black Isle Studios logo are trademarks of Interplay Entertainment Corp. All Rights Reserved. Exclusively licensed and 
distributed by Interplay Entertainment Corp. All other trademarks and copyrights are property of their respective owners. 


This wandering warrior is pure at heart and follows 
dosely the teachings of Zokarum, the Religion of the 
Light. A battle-ready knight for whom faith is a shield, 
he fights for what he believes to be right. 
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The legacy of authentic D&D" adventuring 
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on computers, 5D adventuring in the 
FoRGOTIEN Realms unlike anything 
you've ever experienced. The Pool of. 
Radiance, once thought inactive, now 
emanates a force making all it touches 
undead. Discover the power behind this 
vile resurgence and defeat it. Explore а 
you never thought possible, the ruined 
Elven City of Myth Drannor — 
one of the mostmysten= 
ous and dangerous 
places in the 
FORGOTTEN REALMS, 


d 


dise 


New spells and 
minimized pop-up 
interface. 


New character classes 
and races: Sorcerer, Barbarian 
and Half-orc. 
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III. BREAKING THE OATH: 
TRUTH AND CONSEQUENCES XQUSSEQUENEEX 


1. A verbal warning accompanied by a review of سے‎ 
security oath. 

2. A stronger warning, sometimes accompanied by е 
browbeating ixikKkdx&kax.and intimidation. 

3. Psychologically working on an individual to Coe 
bring on depression that will lead to suicide. 

4. Elimination of the individual that has been made 
to appear as an accident, suicide or heart attack 


Sources say Deus Ex was created by Ion Storm to 
Some say it’s merely the latest conspiracy fueled by 
a madman. And some say it's a future training tool made to 


look like a hyperrealistic 3-D roleplaying computer game. 
Whatever it is, proceed with caution. They know you want it. 


[ SECTOR i ] 


The year is BOX, and the world is a dangerous and 
chaotic place. Terrorists operate openly, killing 
thousands. The world's economics are close to 
collapse and the gap between the insanely wealthy 
and the desperately poor has grown to the size of 
the Grand Canyon. Worst of all, an ages old 
‘CONSPIRACY bent on world domination has decided 
that the time is right to emerge from the shadows 
and take control. No one believes they exist. 
The conspirators must be stopped from spreading 
-GREY DEATH-. This world is full of lies and 
betrayal, a world where nothing is as it seems 
and entire nations can seemingly be turned at 

the pushed of a button. 


<— TRUTH 


as ordered by UNATCO, 
to maintain control over 


BUILT ON REAL CONSPIRACY ТНЕОРІЕЅ 
current events and expected 


ADVANCEMENTS in technology. 
Research shows, it can happen. 


RECOGNIZABLE, REALISTIC ENVIRONMENTS 
Many locations are built from actual 
blueprints. And every object in the 
environments is useful. 


о Survive constant attack 
and/or incarceration 
as you establish ties 
to a new ally base. 
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- AMD 
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O Send any and all information to 
www.unatco.com. It could be the 
difference between life and death. 


о Establish a new base of 


operations with iS 


and forge alliances. 


о Find a way to build your own 
capabilities to e point where 
you have a chance of defeating 


the one with God-like powers. m 
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| X-Box X-posed 


This hot new console won't kill PC gaming 


f | told you that next year you'd be able to 

play games from some of the hottest PC 

developers, running with graphic detail 

up to 20 times what we see today, on a 

very fast Pentium III system, you probably 

wouldn't express surprise. You'd just curse 
the need to upgrade your $2,000 computer yet 
again to run state of the art games. But what if | 
told you the Windows/DirectX machine that was 
going to run these uber-game was going to 
cost not $2,000, but more likely around $300? 

That machine is Microsoft's X-Box, 

announced at last March's Game Developers 
Conference in San Jose. Packing a fast Pentium 
11, an nVidia graphics GPU chip three genera- 
tions ahead of the GeForce256, an 8GB hard 
drive, and a DVD-ROM drive, this little box is 
Microsoft's answer to PlayStation2. (For full 
details on the X-Box, see the preview in this 
month's hardware section.) 


by Denny Atkin 


action offerings that the company approves for 
production will very likely be the simpler types 
of games typically found on consoles. 

But still, won't this mean lots of cool con- 
sole-quality games for the PC? After all, would- 
n't it be a no-brainer to just put executables for 
both PC and X-Box versions of a game on a sin- 
gle DVD? Well, there are problems. First, 
Microsoft will be using hardware copy protec- 
tion on the X-Box DVD discs, so you wouldn't 
be able to read them on a PC DVD-ROM drive. 
Second, for marketing reasons, Microsoft will 
want a number of exclusive titles on the X-Box, 
and even if a port to the PC would be simple, its 
licensing agreements will likely specify many 
titles be X-Box-only. 

Another consideration is that games 
designed for the X-Box don't have to be written 
to run on everything from a Pentium 200 with a 
Voodoo 1 on up. So an X-Box game can push 


Those who predict that X-Box is the 
beginning of the end for PC gaming are 


dead wrong. 


So is this the second coming of computer 
games? Does this mean an end to the year- 
after-year upgrade cycles? Does it finally 
establish a standard set of hardware for PC 
gaming? The answer to all these questions is 
very likely "no." 

Although Microsoft is courting game devel- 
opers with the promise that they already know 
how to program for this hot little box because 
of its PC-based guts, the story that the compa- 
ny will be selling gamers will likely be very dif- 
ferent. Microsoft wants the X-Box to own the 
console game market, and because of that the 
company has expressed that it wants console- 
style games for the unit. So while you might see 
games in the style of Unreal Tournament run- 
ning on X-Box, the strategy, RPG, and even 


the unit's nVidia graphics chip to the limits. But 
if it does that, it would run like a slug even on 
today's hottest DDR GeForce256 cards. 

That said, though, the X-Box will definitely 
affect the PC gaming market. On the negative 
side, talented programmers and designers who 
already know the Windows architecture may 
get console-market dollar signs in their eyes 
and jump the fence to create X-Box games. 
Microsoft was certainly courting them to do so 
at GDC. 

But there will also be positive side-effects. 
The most obvious of these is technology porta- 
bility. Even if Microsoft discourages identical 
games being released for X-Box and PC, 
there's nothing to keep a company from 
spending big console bucks on developing a 


hot game engine for an X-Box game, and then 
re-using that technology to create a different 
game for the PC based on the same frame- 
work. So even if some talented folks leave the 
"PC" fold, X-Box still holds the potential of 
putting a lot of money into technologies that 
will benefit PC gamers. 

Also, remember that not just anyone can just 
shift their PC development to the X-Box. 
Microsoft is following the traditional console 
model, which means it gets a licensing fee for 
every disc sold, and it gets to approve every title 
developed for the unit. That means there will be 
a limited number of titles in development. 

At the same time, though, PC gamers will 
reap the aforementioned side-benefits from 
games designed for X-Box, benefits they 
wouldn't see if a company shifted development 
to the PlayStation2 or Nintendo Dolphin. So if a 
company is going to create console games, 
better for us that they do so on X-Box. 

Now, in a future where X-Box has taken off 
and become a wild success, the unit could 
more directly affect PC gamers. Because once 
you remove Microsoft's paranoia about the X- 
Box association with the PC, we find that the 
unit actually is a great PC companion. 
Imagine, for instance, a 3D shooter or RTS 
game available in PC and X-Box versions. With 
X-Box, you can set up a home LAN for multi- 
player at a cost of not $1,500 per station, but a 
mere $300. The X-Box already has the Ethernet 
port; all that's required is Microsoft green- 
lighting the software. Pretty cool. 

Those who predict that X-Box is the begin- 
ning of the end for PC gaming are dead wrong. 
Because the PC is an open platform that anyone 
can develop for, there's a level of innovation 
that you don't find in the console market. Many 
of you own consoles, but you still play PC 
games because there are new ideas, technical 
innovations, and niche products that pop up a 
lot more often on the PC. Unrestricted creativity. 
certainly can make for some horrid games, but 
it also brings us gems like System Shock, 
Civilization, Warcraft Il, and European Air War. 
The PC is here to stay. m 
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6, this isn't a rude party joke, it's a 

serious observation—at least, as seri- 

ous as this writer can be after a long 

night of Asheron's Call and way too 

many pots of strong Chinese tea. I'm 

sure all of you are familiar with the 
light bulb, and have purchased your share of 
them over the years, whenever the old ones 
blow out. But what you may not know is that 
the things don't have to burn out nearly so 
quickly—in fact, one 1901 tungsten bulb is still 
glowing brightly in a Livermore, California fire 
station. It's never been turned off. So why does 
your bathroom light blow out every few 
months? Because there's no profit in a light 
bulb that lasts a century. 

So back to the Internet, and its handmaiden, 
online gaming. Here we have a medium which 
is marketing platform, sales or advertising 
channel, and game system, all rolled into one. 


Tune in. 
Next Week. 


Are episodic games the future of online play? 
by Cindy Vanous 


That's a quarter of a million, for those of you 
suffering from number shock. Of course, the 
fact that The Cypher was offered free of charge 
(unless you count the annoyance of ad ban- 
ners, which most players do not) probably fig- 
ured prominently in its success. 

But the concept dates back further than 
that, as the classic game gurus of Berkeley 
Systems will attest—its weekly updated You 
Don’t Know Jack: the Netshow pulled in adver- 
tising support from the unlikeliest of mass- 
market places, including Rolling Stone, TBS 
television, and (mmmmmm...) Snickers candy 
bars. So with a proven format and profit 
model, it’s no wonder that other developers are 
beginning to enter the arena of serialized 
Internet entertainment. 

Now, the logical candidate for an episodic 
game would be an episodic TV series—given 
the popularity of such series and the high rat- 


Imagine, online gaming with the longevity 
and freshness of good series television. 


Never before has there been such an opportu- 
nity for game publishers to indulge whole- 
heartedly in the light bulb philosophy, and 
bring players back to pay for the same thing 
again and again. The poster child for this pub- 
lishing paradigm is the episodic game, where 
periodic updates increase the return traffic of 
players and attract click-hungry advertisers to 
woo them. 

The best-known variety of episodic game is 
the story-based adventure, embodied in 
won.net's titles from developer EPG Studios. 
The first of these, The Cypher, was a time-trav- 
eling murder mystery which ran weekly for 
three months and attracted 250,000 players. 


ings of season finales with cliffhanger endings, 
their fans are obviously interested in the style. 
As it happens, this digital leap has already 
been made by the television industry, although 
with limited success. 

Witness NBC’s show, The Pretender. After 
its first-season finale, the network unveiled 
an Internet game which would “continue 
the series” by allowing players to hunt the 
main character in a 12-week series of online, 
Java-based adventure episodes. 
Unfortunately, a fairly unrecognized show 
made for a fairly unpopular game, as most 
computer gamers never even knew of its 
existence. The moral? Choose your property 


wisely, and promote it to more than just the 
show's core audience. If you'd like to see 
what you missed, by the way, you can check 
out www.nbc.com/pretender/ adventure/ 
(don't expect an instant classic). 

A more likely success story would be a com- 
puter game company who adopts the televi- 
sion-style format, and delivers either online or 
downloadable content for each "series" on a 
set schedule. Jim Perkins, CEO and founder of 
WEB Corp, hopes his fledgling company will be 
that success. WEB Corp plans to specialize in 
what Perkins terms "Webisodic" content, 
offering a variety of games for play or down- 
load in inexpensive installments (likely around 
$5 each). 

Although WEB Corp's initial releases may be 
of slight interest to hardcore gamers (its first 
development partner is Sunstorm Interactive, 
the folks who brought you Deer Hunter), better 
plans are being made for the future. WEB Corp 
intends to emphasize action, RPG and adven- 
ture episodic series—Perkins is currently in 
talks with Bungie to license the Oni and Halo 
engines, and WildTangent for multimedia 
delivery technology. 

Imagine, online gaming with the longevity. 
and freshness of good series television. With 
the right titles and the right marketing, this 
notion could go a long, long way. 

Now, off to the shadowy corners of the 
Internet. This month's Hidden Treasure was 
overlooked in our recent roundup simply. 
because it's one of the world's best and most 
beloved commercial MUDs, and therefore did- 
n't seem particularly obscure. But enough folks 
have spoken up for Gemstone III that we just 
had to give it a mention. If you're looking for 
an interactive fantasy experience with a dedi- 
cated and friendly user base, check out 
http://www.gemstone.net/ and give your 
imagination a whirl. 

Have a favorite obscure online game? Drop 
a note to cvanous@cdmag.com! m 
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STARLANCER DELIVERS AN INCREDIBLE ADVENTURE REQUIRING SKILL AND DAMN-THE-TORPEDOES 
CONFIDENCE IN THE FACE OF NEAR-INSURMOUNTABLE ADDS. THE FIGHT FOR FREEDOM HAS NEVER'BEEN 
THIS FIERCE. OR THIS REAL. JOIN THE FIGHT AT WWW.MICROSOFT.COM/GAMES/STARLANCER 


Digital Anwil 
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A looping video of Bungie's Halo was the big draw at Apple's booth. 


G | W | | Yeah, but when will they be available in stores? 


WHAT COULD BE MORE ENTERTAINING THAN GETTING 10,000 GAME 
industry types all in the same building for an entire weekend? 
Even the smell is indescribable. Just imagine it—long-haired 
game developers, pocket protector-armed programmers, trendy 
artists, shifty-eyed PR weasels, geeky journalists, and busty mod- 
els in skin-tight outfits all crammed into the San Jose convention 
center for a couple of days of good old fashioned game worship. 
All right, the models aren't really game industry types, but you 
might be surprised how far a pair of leather hot pants will get you 


at the job fair. 


Tornados tear up the landscape in 
Shiny's Sacrifice. 


Unlike the highly publicized Electronic 
Entertainment Expo (better known as E3), The Game 
Developers’ Conference (GDC) is aimed at neither the 
general public nor distributors. It’s a show put on by 
game developers for game developers, and it tends 
to be a bit more casual. Even so, the show often pro- 
vides an opportunity to sneak a peek at some devel- 
opers' current projects (free munchies and booze will 
loosen any developer's tongue). It is also a big show 
for hardware vendors, who take advantage of the 
concentration of developers to announce most of 
their new products for the upcoming year. 


1 
1 
1 
1 
1 
i 
П 
1 
1 
1 
1 
1 
1 
1 
1 
П 
П 
1 
1 
1 
П 
1 
П 
1 
1 
П 
1 
П 
1 
П 
П 
1 
П 
П 
1 
П 
1 
П 
1 
1 
П 
1 
1 
1 
П 
П 
1 
П 
1 
П 
П 
П 
1 
1 
П 
П 
П 
1 
1 
П 
П 
1 
1 
П 
| 
! 
| 
П 
1 
1 
П 
1 
L 


rumors 


first looks 


Microsoft’s Hard News 

Of course, the biggest draw at this year's show was 
Microsoft Chairman and Chief Software Architect Bill 
Gates. In a packed keynote speech on the first day of 
the expo, Gates announced that Microsoft would be 
entering the console market with a device called the X- 
Box. All three of the people who did not already know 
the software giant's ill-kept secret were suitably sur- 
prised; everyone else did a really good job pretending. 
Some of the details were unexpected, however, partic- 
ularly the non-involvement of chipmaker AMD. Early. 
rumors indicated that the company would be provid- 
ing the new console's CPU, but Gates quelled that 
rumor with news that the X-Box would ship with Intel 
Inside. nVidia fared better—after Gates announced that 
the hardware manufacturer would be supplying the 
console's graphics chip, nVidia stock nearly doubled, 
sending all of the company's options-holding employ- 
ees into fits of hysterical laughter. 

If the announcement of the X-Box failed to surprise 
anyone, the projected specs for the machine certainly 
did. The combination of an undoubtedly massive 
development budget and what can only be alien 
technology are working in tandem to put Moore's Law 
to shame. If the console lives up to Microsoft's expec- 
tations, it looks to be about five times as powerful as 
the PlayStation 2 (not to mention current PC systems). 
Gates casually bandied around terms such as "photo- 
realistic graphics," and nobody seemed overly anx- 
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ious to debate the claim. Even the demos that were 
based on existing hardware-in-development were 
awe-inspiring, and Microsoft had to use a pre-ren- 
dered video sequence to demonstrate even a small 
portion of the finished product's graphical power. 

One thing that Gates did not speculate on was 
what actual games that might be available on the 
ambitious console. Of course, even developers work- 
ing on launch titles are probably just getting started 
(the system is not expected to launch until fall of 
2001). A few "partnerships" were announced, includ- 
ing several big arcade and console names and a few 
PC developers (such as Bungie). Gates made it very 
clear that Microsoft did not want to create any confu- 
sion in the market about what the X-Box would be: 
"This is a traditional game console. It will look great 
in the living room, it will be priced like a game con- 
sole, it's got the traditional software royalty model of 
a game console." While the announcement might 
have come as a bit of a disappointment to those who 
were hoping for PC/X-Box cross-compatible games on 
the same disc, one developer currently working on an 
X-Box title assured us that it would take "about a 
week, tops" to port a game from X-Box to PC. It is not 
likely that you will ever get both PC and X-Box ver- 
sions of a game in the same box, but it does seem 
very possible that cross-platform games will be the 
norm once Microsoft is satisfied that the X-Box is per- 
ceived as a console in its own right (rather than an 
adjunct to the PC). 

The X-Box wasn't the only topic of conversation at 
GDC, or even at Gates' keynote speech, for that matter. 
A lengthy demo of Digital Anvil's space sim Freelancer 
(due out early next year) was also part of the program. 
Designer Chris Roberts had not initially planned to 
attend GDC this year (his company is working around 
the clock to finish up their other space sim, Starlancer), 
but the prospect of mixing it up onstage with Gates 
and company provided suitable enticement. 


Games on Display 

Freelancer is a long way from being finished, but what 
Digital Anvil has to show right now is pretty impres- 
sive. It is a visually stunning title that looks more like а 
rendered sequence than a game engine (just about 
everything in the game is done in-engine). It is a bit 
difficult to get a feel for the interface when you are 
watching a demo on a big screen, but it was easy to 
see that the mouse-driven game plays quite different- 
ly than traditional joystick fare. Perhaps the most 
impressive feature was the way that the game reacted 
to player input—Roberts played against the Microsoft 
folks from a machine situated backstage, while multi- 
ple movie screens displayed each player's view of the 
game to the audience. As Roberts attacked a squadron 
of ships in one part of the galaxy, the Microsoft boys 
started receiving messages from that same squadron 
requesting assistance. It is the sort of dynamic cause 
and effect gameplay that Elite and Privateer fans have 
been yearning for, and every indication suggests that 
Freelancer will deliver it. 

A number of games made appearances on the 
expo floor—lon Storm's upcoming shooter/RPG Deus 
Ex popped its head up in the nVidia booth. Not to be 
outdone, 3Dfx set up the game in its own booth as 
well, situated just across from the nVidia display. The 
game was fully playable and looks to be fairly close 
to shipping—there didn't seem to be anything miss- 
ing or buggy about it, at any rate. The gameplay 
seems to have a System Shock 2 feel, with a similar 
level of interaction with objects and combat pacing 
that is slower and more tactical than that of your 
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| average shooter. The aiming dynamic is particularly 
; interesting—when you draw a weapon a set of four 
|. cursors encircle your targeting reticule from a dis- 

| tance, representing your margin of error should you 
! pull the trigger. If you walk or run the cursor spread 
| remains wide, but if you stand in place it slowly nar- 
1 rows until the cursors are touching the reticule. This 
| feature makes it difficult to run and fight at the same 
| time (especially if your target is at a distance) and 
| forces you to choose your battles carefully. It also 

| places a greater emphasis on stealth—if you can 

| sneak up on an opponent, you can take your time 

| aiming. Location-specific damage makes this tactic 
| all the more attractive (head shots can take most 

! human foes down instantly). 

| The inventory interface is also fairly slick—the F1 

¦ key calls up a tabbed database that allows you to 

| access character information, mission objectives, 

! maps, and inventory items. In the inventory screen, 
| you can assign numerical hotkeys to any of your 

! items to make them appear in your inventory belt. 

| You can access these belted items in the heat of battle 
|. by hitting the corresponding number. 

| — At Monolith’s booth, a towering Jason Hall pitched 
| the company's Lithtech 2 engine to prospective 

! licensees. A non-interactive demo from the company's 
¦ upcoming spy shooter No One Lives Forever put the 

! engine through its paces for the masses, but the fully 
¦ playable version of KISS: Psycho Circus that was run- 
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ning on one of the machines off to the side was even 
more intriguing. Like Deus Ex, the game appears to be 
nearly finished, right down to the tutorial. The game 
did not benefit much from the harsh overhead lighting 
that dominated the expo hall, but it managed to look 
impressive despite the heavy screen glare. Gameplay 
seems simple and polished, with a strong emphasis on 
fighting vast hordes of freakish critters. 


Consoles get Unreal 

The folks at Epic did most of thier talking behind closed 
doors in a suite that was far too small for the number of 
people attempting to crowd inside. They showed a brief 
demo of the Unreal Tournament engine running on a 
PlayStation 2 development box—a project that they 
hope to complete by the time the console launches this 
fall. They have not formalized their plans to release the 
game for the PlayStation 2, but Epic's Tim Sweeney 
explained that by porting the engine (which they plan 
to license on that platform) they were essentially port- 
ing the game as well, so chances of seeing a PlayStation 
2 version of Unreal Tournament seem strong. 

When the smoke from the booth crawl and the 
endless stream of parties had cleared, there was little 
doubt that the two big winners at this show were 
Microsoft and nVidia—the X-Box presentation was a 
difficult act to follow. Expect to see more coverage on 
the software giant's first foray into the console realm 
in the months to come. —Benjamin E. Sones 


A calmer, more Zen-like Jason Hall contemplates rumors that 
he has been seen hanging out with Epic's Tim Sweeney. 
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Our tax dollars at work— Although 

| conventional wisdom says that war is 
| hell, NovaLogic and Interplay are 

| likely to disagree. The former recent- 
1 ly announced that its special forces 

! action game had been recruited by 

| the U.S. Army. After some necessary 
| modification, Delta Force 2 will 

| become the foundation of training 

| for Land Warrior, "a weapons system 
| intended to integrate existing equip- 
t ment with modern electronics to 
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Delta Force 2 


increase soldiers’ lethality and sur- 
vivability." Interplay, on the other 
hand, was wooed by the U.S. Navy, 
who asked to use F/A-18E Super 
Hornet as a recruiting tool... Rumors 
of my death—0r in this case, the 
death of Jagged Alliance 3, may have 
been greatly exaggerated. We recent- 
ly reported that Jagged Alliance 3 had 
been shelved, and its team moved to 
work on Wizardry 8, another SirTech 
product. According to SirTech's lan 
Currie, however, the game is still in 
production, and on track for a 2001 
release. As he says, "it's our major 
property, and we'd be crazy to aban- 
don it." (Given the critical acclaim of 
the previous title, we would have to 
agree.) Currie also stressed that the 
Jagged Alliance 2 expansion pack, 
Unfinished Business, was complete 
and will be released as soon as a pub- 
lisher is found...WON as many—In 
what seems like an apples-and- 
oranges Internet merger, industry 
giant Havas Interactive has pur- 
chased PrizeCentral.com. The com- 
pany plans to unite this casual gam- 
ing site with its own service, 
WON-net, to create what the latter's 
president predicts to be "one of the 
Net's stickiest properties". The even- 
tual goal will be to launch a com- 
bined site called flipside.com, featur- 
ing extensive gaming content and 
"PointsForPrizes" rewards to keep the 
players coming back and the ad 
clicks rolling in. No word yet on 
whether WON.net players will be able 
to win prizes in Half-Life, or whether 
Sierra plans to include ads in their 
regular games. Surprisingly, these 
issues “have not been discussed,” 
according to one Havas rep. One cer- 
tainty, however, is that Blizzard’s 
Battle.net will not be >>> 
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THE RACES ARE ALIGNING. 
THE ARMIES/ARE GATHERING. 


THE APOCADIPSIIS APPROACHING. 


AND PEACE IS'CURLED UPIN THE 


"IT LOOKS LIKE TURN-BASED STRATEGY GAMING IS ABOUT TO GET A SHOT IN THE ARM...IT WILL HELP SOLIDIFY 
AND STRE EN THE GENRE." - IGNPC.COM 
dmm d js "INCREDIBLY DETAILED GRAPHICS 


MAKE THIS THE MOST LIKELY CONTENDER TO THE FANTASY TURN-BASED CROWN." - PC ACCELERATOR 


Choice of automatic (fast combat) or turn- Attempt to forge strategic alliances with 12 Over 100 different fighting units and 
based tactical combat. Conjure over different races, including humans, elves, more than 50 unique heroes 
100 spells spread over 7 spheres of magic. frostlines. ores. dwarves and the undead. that erow in experience and power. 


AMIS ARE PROPERTIES OF THEM RESPECTIVE OWNERS, © 199 GATHERING OF DEVELOPERS, ALI RIGHTS RESERVED: PUBLISHED BY CO-CREATEDBY — CO-CREATED BY 


ATHER 
ш Ме Jil. 
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TRIUMPH 


WWW.GODGAMES.COM 
STUDIOS 


The wise ones have seen an omen of doom in the form of a star in the night sky. The age of peace has officially been bludgeoned to death. The elfin 
court lies in ruin, and two factions have emerged. Battle flags have been raised, and silence has enveloped the land. This is the calm before the storm. 
You cannot choose to avoid the apocalyptic battle that looms on the horizon. Hatred and the need for revenge have a very long shelf life. 


Make critical decisions involving siegeunits, Battle vour way through vast open areas, 
heroes, captured towns, breach the outer wall in 
magic spells, immunities, and stealth. ity sieges and explore dark dungeons. www.ageofwonders.com 
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included in the new amalgamation... 
Dark Age hackers—A concerted hack- 
ing attempt may have breached 
security for Nexon's online RPG, Dark 
Ages. If the mid-March raid was suc- 
cessful (a possibility which Nexon’s 
system administrators apparently: 
have no way to confirm), the perpe- 
trators likely walked away with user 
credit card numbers and personal 
information. A security team has 
been hired to prevent future such 
problems, and users were asked to 
notify their credit card companies... 
Role reversal—There have been plenty 
of computer games based on pen- 
and-paper RPGs. Baldur's Gate, Pool 
of Radiance, Planescape: Torment... 
the list goes on. Now Atlas Games 
has announced a pen-and-paper RPG 
based on a computer game—Human 
Head's upcoming Rune. The game, 
which will be based on the core 
mechanics of Atlas’ Ars Magica, will 
focus on Norse mythology and heroic 
fantasy, and will be promoted in 
conjunction with its computer coun- 
terpart... Endangered SEALS—UK 
developer Codemasters, which 
recently made news by purchasing 
the old Sierra development facilities 
(including staff and several unfin- 
ished games) in Oakhurst, California, 
has apparently reconsidered its deci- 
sion. According to managing direc- 
tor Nick Wheelwright, the US office 
will now concentrate primarily on 
Internet gaming, "with particular 
emphasis on persistent worlds." The 
end result? More support for mas- 
sively multiplayer adventure The 
Realm, but the end of the line for sin- 
gle-player action title Navy SEALS. 
And for 15-20 Oakhurst employees... 
SimNeighborhood overcrowding?— 
The Sims players who haven't been 
practicing virtual family planning 
now have an alternative to starting a 
few well-placed kitchen fires. 
GameBlazer (www.gameblazer.com) 


offers a tool called Swap-and-Play, 
which will allow you to maintain 
multiple neighborhoods and switch 
between them whenever you start the 
game... The 250 million dollar box—If 
Microsoft's Intel-based X-Box console 
is to be competitive with Sony's 
Playstation 2 and Nintendo's Dolphin, 
it needs to be a household >>> 
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Origin Downsizes 


Lord British has left the castle 


ON MARCH 30, ELECTRONIC ARTS' ORIGIN SYSTEMS INC. 
confirmed that the division has eliminated 20 posi- 
tions, and that company founder Richard "Lord 
British" Garriott would be leaving the company as it 
refocuses its efforts. 

While little more information was forthcoming: 
from the company, a memo purported to be the offi- 
cial intemal announcement of the layoffs and depar- 
ture by Origin chief Jack Heistand was leaked to the 
Internet. Origin has officially neither confirmed nor 
denied the memo's authenticity, but a source close to 
the company indicated that it was authentic. 

Among the major points of the memo: 

Privateer Online has been cancelled, along with 
various "web-based projects." Interestingly, the 
memo states "with respect to Privateer we find our- 


friend, and hath naught else 
to do I’m sure, ыһа 
we nursemaid this р. 
for an adventurer 


some semblance of 


then embark upon our ч 
still breathes 


ме shall ғ 
ightful ruler 


Britannia!” 


selves with 2 products in EAWorld in development 
positioned right at each other.” Another unannounced 
online space sim, apparently, is still in development. 

Regarding Richard Garriott's departure: “As 
Richard and | discussed his vision of what he wanted 
to do—create new large properties, OSI simply could 
not pursue those endeavors.” 

The memo also states, “As an organization a 
greater focus is required. That focus will involve 
tightening our belts and concentrating on our core 
business...the worlds of Ultima." Many observers 
assumed that this focus on Ultima Online and Ultima 
Online 2 spells the end for the Wing Commander line. 

Origin didn't return our calls before press time, 
but we hope to have more news on the company's 
future direction in an upcoming issue. 


theglobe.com buys Computer Games Magazine 


Company creates a gaming world that spans theglobe 


EARLY THIS YEAR, THEGLOBE.COM (NASDAQ: TGLO), the | 
global community network that specializes in bringing | 
people together around shared interests, acquired 
Chips & Bits, Inc., as well as Computer Games Magazine ! 
and Computer Games Online. The all-stock transaction ! 
was valued at approximately $16 million. This year's | 
Electronic Entertainment Expo served as the rollout | 
vehicle for games.theglobe.com, a newly formed divi- — ! 
sion that will encompass all of theglobe.com's game- Н 
related properties, which also include veteran online ! 
publications Happy Puppy and Games Domain. 1 

"We're all very excited about being a part of the- — ! 
globe.com's gaming network," says Denny Atkin, [ 
Editor-in-Chief of Computer Games Magazine. | 
"When you take the talented staff we have here at р 
ССМ and Computer Games Online and join forces i 
with respected sites like Happy Puppy and Games ! 
Domain, you end up with a group of talented writers — | 
and editors—and game-savvy readers—that's | 
unmatched. And this boils down to hotter and bet- — ' 
ter stories for all our readers." Adds Robert Mayer, | 
Editor of Computer Games Online, "I think the join- | 
ing of these diverse and high-quality editorial enti- — ; 
ties under theglobe.com's umbrella provides us with | 


Bittersweet Success 


AT 2:00 PM EST ON MARCH 21° SEUMAS MCNALLY, 
President and Lead Programmer at Longbow Digital 
Arts, died of Hodgkin's Lymphoma, a type of cancer 
that affects the lymph nodes in the blood. McNally 
had been battling the cancer for three years, and had 
undergone chemotherapy, radiation treatment, and 
а bone marrow transplant. McNally was 21 years old. — | 
This tragedy came shortly after a milestone in the | 
young programmer's life—Longbow’s newest game, ! 
Tread Marks (reviewed in our May issue), had won ! 
three awards at the Independent Games Festival justa | 
week before. id Software's John Carmack, whom i 
Seumas had visited and corresponded with over the — | 
| 
| 


an unparalleled opportunity for synergy in the com- 
puter entertainment field. | look forward to leverag- 
ing our strengths in concert with our new allies." 

"This acquisition allows us to better grow our 
strategy, service the members of our game commu- 
nity and position this division as a world leader in 
games," says Dean Daniels, Chief Operating Officer, 
theglobe.com. "The games community is one of the 
most loyal and vibrant on the Web today. They are 
the early adopters and are the audience that will 
lead the charge into the broadband era." 

games.theglobe.com now serves gamers of all 
ages and interests, and includes Computer Games 
Magazine, Computer Games Online, Happy Puppy, 
Games Domain, Console Domain, Kids Domain, and 
the retail and wholesale outlet Chips & Bits. 
According to The NPD Group, the U.S. video game 
market derived $7 billion in revenues in 1999. 

Chips & Bits founder Yale Brozen sums it up with, 
"By teaming with theglobe.com, we'll be spear- 
heading the strongest and most versatile gaming 
network in existence—one that will not only serve all 
of a gamer's needs, but that will serve the needs of 
all gamers." —Cindy Yans 


| past two years, commented on the loss of the devel- 


oper in his .plan file: "I am proud to have been con- 
sidered an influence in Seumas’ work, and I think his 
story should be a good example for others. Through 
talent and determination, he took something he 
loved and made a success out of it in many dimen- 
Sions."—Benjamin E. Sones 
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briefs 


word. So sayeth the marketing execs 
at Microsoft, who have committed a 
whopping sum to X-Box advertising 
and other promotional efforts this fall. 
Although no actual amount has been 
given (rumors put the figure at 
$250,000,000), one Microsoft 
spokesperson agreed that they "plan 
to spend at least as much as Sony and 
other companies will to promote their 
console systems"... Name that compa- 
ny—Turns out there's one small hurdle 
between Insomnia Software and world 
domination—its name. Although 
Interplay has contracted to publish its 
upcoming 3D action game, Decay, a 
different US company has already 
snapped up the name Insomnia. So 
the Developers Formerly Known as 
Insomnia have asked gamers to help 
them dream up a suitable new 
moniker. If you have a suggestion for 
Insomnia's new name, e-mail it at 
name@insomniasoftware.com, with 
the name in the subject line and an 
explanation in the message body... 
Can dragons be far behind?—Red 
Storm Entertainment has announced a 
third-person action/adventure game 
based on Anne McCaffrey's Freedom 
series of books. In Freedom: First 
Resistance, the alien Catteni have 
taken control of Earth and destroyed 
all governments and military organi- 
zations. Now, a scattered band of 
freedom fighters must retake the plan- 
et through "a combination of stealth, 
combat, puzzle-solving and dia- 
logue." This title should be available 
late this year... A PC game to Crave— 
Liquid Entertainment has brashly 
announced its entry into the real-time 
strategy market. The company, 
formed by industry veterans who 
worked on titles such as Command 


Battle Realms 


and Conquer and Starcraft, intends to 
“significantly change gamers’ expec- 
tation of PC games” with its title, 
Battle Realms. Advanced Al, an 
“evolved” resource management sys- 
tem, and a “deep, gratifying story- 
line” have been promised for this 3D 
strategy game. Battle Realms is 
scheduled for the second quarter of 
2001, and will be published by Crave 
Entertainment... Diablo Il beta is damn 
good—But you knew that already... 


Diablo II Approaches 


Our editors torture-test the 
beta version 


AS THIS ISSUE WAS GOING TO PRESS, AN ENVELOPE 
stuffed full of beta versions of Blizzard’s Diablo II hit 
our doorstep. And we almost forgot to finish the 
magazine... 

This isn't a review—the test version contained only 
the first of four acts, and Blizzard still had bugs as 
well as play-balance and technical issues to address. 
But given that the product should be close to reach- 
ing shelves as you read this, we thought we'd share 
our impressions. 


Alzhea — Level 16 Amazon 

Perhaps the best way to describe Diablo 1/15 to say 
"think of the leap from Warcraft to Warcraft Il, then 
apply that to Diablo.” The beta is comprised of only 
the first Act, which | ran through in three days as a 
Necromancer, and then proceeded to tackle as an 
Amazon. Not only is Act One about as big as the 
whole first Diablo, it’s more interesting. Sure, the 
combat still rules this game, and it’s much faster- 
paced than the first in the series. At the same time, 
though, the game feels more like an RPG to me this 
time around. Maybe it’s because the skill tree give 


more meaning to levels and helps make characters 
unique. Maybe it’s the greater number and length of 
quests that tie together into a cohesive story. 

Of course, it’s all about refinement and polish. 
Running, a unified gold counter, the “personal stash” 
chest in town, tomes of Identify and Town Portal 
scrolls, monster health information, potion belts, 
seamless area transitions—the list of improvements 
goes on and on. Folks, get set to be addicted all over 
again. This is just the beta, and just one Act (and one 
difficulty level), and | already can’t tear myself away. 
—Jason Cross 


Vaeldis—Level 7 Paladin 

Probably the biggest misconception regarding Diablo 
Ilis that you will be leaving the dungeons behind. 
Don't believe it—the great “outdoors” is merely a 
series of large rooms that are divided by rambling 
stone field walls and carpeted with grass. You will 
still be partaking in the time-honored tradition of 
running errands for a variety of demanding NPCs. 
The majority of the game is still about hacking evil 
things into little wiggling pieces. 
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Hmm...at Christmas time at my house, we use blinking lights. 


Champions are a little easier to spot this time around. 


The game does offer a lot of new material in the 
class department, however, and the paladin is a good 
fix for Diablo players who wanted to like the warrior 
but ultimately found him to be a little too dull. A num- 
ber of radius-effect aura skills (such as Might, which 
boosts damage) make him a must-have in any multi- 
player party. Combat skills are the front-line fighter's 
equivalent to spells—little gems such as Smite (allows 
you to bash with your shield) and Sacrifice (boosts 
damage for a hit point penalty) add a lot of variety to. 
the game's point-and-click melee system. The new 
two-button interface helps a lot, too—set up your left 
mouse button to perform a regular melee attack and 
the right button to perform a Smite, and you are ready 
to go to town. Just remember that many of the pal- 
adin's abilities require mana...—Benjamin E. Sones 


Mittius — Level 15 Necromancer 

My Necromancer came equipped with a nice set of 
spells, and the ability to summon a variety of minions 
to assist in combat. On the spell front, curses that weak- 
ened the enemy came in handy, but my particular 
favorite was the one that let my character fire a hail of 
razor-sharp teeth at my enemies. By the end of the beta 
story, my character was usually surrounded by three 
skeletal warriors, three skeletal mages, and a hulking 
stone golem—nice distractions that let me stand back 
and fire from the rear facing big “boss” types. 

Even with the problems of the beta (such as warp- 
ing, lag, and some balancing issues with seemingly 
too-powerful minions), this first section of Diablo II 
was an utter blast. Objectively, the game isn’t techni- 
cally state-of-the-art, the puzzles are quite simple, 
and gameplay boils down to a lot of pointing-and- 
clicking. Despite all this, I'm hooked. The game looks 
to be well worth the wait. —Denny Atkin 


Sir SmartAxe, Level 14 Barbarian 

Barbarians are pure combat machines. You have a lot 
of flexibility, and the ability to wield weapons in both 
hands simultaneously. With a thrown weapon in one 
hand and a melee weapon in the other, you can close 
with monsters or stand back and pelt them with equal 
effectiveness. Once you get the double attack skill, 
you can wield two melee weapons and hit one target 
twice as often or hit multiple targets—great for when 
your swarmed by Carvers or Goat Clansmen. Your 
non-lethal special skills are an eclectic bunch, and 
include the ability to extract items or potions from 
corpses (ugh!) and a selection of war cries that have 
offensive and defensive effects. | found that wading 
into battle worked pretty well, once | had decent 
armor, and | preferred axes as my weapon of choice. 
With two good hand axes and some javelins as back 
up, Sir SmartAxe was able to deal some impressive 
damage—and live to tell the tale. —Bob Mayer 
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briefs 


1 \ r 
At last, the moment that so many 
massively multiplayer fans have been 
waiting for—the announcement of an 
online Star Wars RPG. LucasArts is 
teaming up with Verant (you know, 
those EverQuest pushers) to create a 
persistent world in the classic Star 
Wars universe—post-Jar-Jar, one 
would hope—which will be available 
via Sony’s Station.com gaming ser- 
vice. According to LucasArts, “game- 
play will feature a combination of 
combat, specialized missions, and 
varied quests.” Few other details are 
available about the project at this 
time. But when the game is released 
in 2001, you can bet that households 
around the country will hear, “Ah, but 
dad... | was going down to Sony 
Station to pick up those power con- 
verters!” Followed, of course, by the 
classic, “You can waste time with 
your friends later” 


Price $35.9 
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Price $28.95 * Rati 
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Sierra 
Price $39,95 * Rating N/A 


Source: Chips Bits, Rochester, VT. Month of March 2000 


Devil Inside 


DEVIL INSIDE \S AN ACTION ADVENTURE FROM THE SAME 
guy who brought us Alone in the Dark, one Hubert 
Chardeau. This time the setting is, “the crazy world of 
Californian cable television.” Eh, ok. More specifical- 
ly, you play former cop Dave Ackland, now a journal- 
ist of unusual proclivities. Seems you are able to 
transform yourself into a “delectable” female 
doppleganger, Deva, who is “a leather clad devil 


Hangin’ around, man? Noosen, er, loosen up. 
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with supernatural powers.” Well, duh! Don't a// devils 
have supernatural powers? Anyhow, the gist of it is 
that you go into a haunted house on Halloween, 
intending to battle the undead, and tracked by the 
ubiquitous cable television cameras (all that can be 
spared from Millionaire, probably). Much bloodshed 
and action adventure ensues. 

OK, it's from Cryo Interactive Entertainment, a com- 
pany that publishes artsy looking games that Americans 
stay away from in droves. Partially that’s because until 
recently Cryo didn't have any sure way of getting 
games into the US retail market. That's changing now, 
as the French company is partnering with Dreamcatcher 
for American distribution. Devil Inside seems to sport 
some attractive graphics, a truly macabre theme, and а 
premise as goofy as, well, the French love for Jemy Lewis 
movies. The TV host is named Jack T. Ripper (now that 
Kubrick's dead, you can rip off Dr. Strangelove all you 
want), and Cryo promises over 50 enemies, seven 
weapons, and eight psychic powers. No word on full- 
frontal nudity, but we can but hope. 

Admittedly, the game's premise is intriguing. 
You have this Running Man sort of macabre game 
show thing going, you've got beautiful devils in 
scanty outfits, and lots and lots of axe-wielding, 
corpse-hanging zombies. Can't be all bad. We'll 
find out more if and when Cryo gets around to fin- 
ishing this one and shipping it over here. And hey, 
apparently they're already working on the 
sequel...—Robert Mayer 
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The World is not Enou 


IF YOU DIDN'T GET ENOUGH EXPLOSIONS AND WISE-ASS 
secret agent humor out of last year’s The World is not 
Enough to tide you over until MGM can crank another 
movie out of the Bond machine, you might want to 
check out Electronic Arts’ new game. According to a 
recent press release, Electronic Arts has secured 
“worldwide, multi-year rights” to develop and pub- 
lish several Bond titles on multiple platforms (at least 
they will have more than one year to do it). “Multiple 
platforms” includes the PC—interestingly enough, 
versions of the game will also be released for both the 
PlayStation and the PlayStation 2. 

You get to play James Bond, of course, which means 
ample opportunity to play with bushels of goofy gad- 
gets and secret agent weapons. The game's story takes 
its cue from the movie—you will get to see numerous 
villains and characters from the film, as well as a few 
new faces. The game will also use 3D cinematics and 
movie footage to help spur the story along and create 
“seamless and exciting gameplay.” It’s tough to 
remember the last time that a video out-take made 
gameplay feel seamless, but at least you can probably 
count on a few extra explosions for you gaming dollar. 

The big draw for the PC and PlayStation 2 versions 
of the game is the engine—The World is not Enough 
clocks in as the fifth game to use id’s phenomenal 
Quake IIl engine. The list of technological buzzwords 
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includes winning phrases such as "high detail tex- 
tures" and "volumetric fog," not to mention the 
engine's trademark curved surface rendering (a fea- 
ture that might actually be more applicable to some 
of the character models, particularly those of 
Bond's... companions). Suffice it to say that the game 
will probably be pretty to look at. 

Seeing how it plays will be the real test, of course. 
With Monolith's No One Lives Forever also on the hori- 
zon, it's likely that The World is not Enough will not 
be the only secret agent action title on store shelves 
this year. Stay tuned. —Benjamin E. Sones 


The Quake III engine certainly is pretty. 
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Adapting a bit of sanity from our cardboard brethren 


hile some out there accuse computer 
wargaming of clasping the apron 
strings of it's momma, board 
wargaming, there's really an awful 
lot we can still leam from our spiri- 
tual gaming parent. Modern 
boardgame designs are in many ways more 
advanced than most computer game designs, 
the graphics are often better (although not 
always—some computer game graphics are get- 
ting mighty fine), and dum it, | just love how 
most modern boardgame manuals include a 
juicy designers' notes section. 
But I’m not going to talk about any of that. 
No, instead I’m going to tell you the single 
most important thing we can learn from board 


by Scott Udell 


for not meeting our “realism standards.” Of 
course, the publishers share a big part of the 
blame for this—if they claim a game is realistic, 
then they have to be prepared for any criticism 
if it's not. | hate it when people in the industry 
tell me gamers should understand “advertising 
hype”—damn it, if they make claims in their ads 
or on their boxes, their game better well stand 
up. However, I'll admit that sometimes publish- 
ers make this error because they think that 
gamers only want, or will only accept, hardcore 
wargames... but | think that’s wrong, too, 
either for the publishers to assume for 
wargamers (as a whole) to imply. 

This is where | think we need to take a page 
from board wargaming’s book... or rather, a 


These critics of the critics may be right— 
perhaps we are sometimes too harsh on games 
for not meeting our “realism standards. 


wargaming: the concept of complexity ratings. 
Yes, | know—l've touched on this before. But | 
think the idea is such a good one, and so 
important to the continued health—even 
growth?—of computer wargaming that | 
thought I'd spend most of this column harping 
on... err, discussing it. 

Hardcore wargamers are often criticized for 
being too critical themselves; people say their 
(our?) harping on every little detail just drags 
the hobby down over all. This is certainly the 
excuse TalonSoft is using as its reason for get- 
ting away from anything that smacks of a tra- 
ditional wargame, and it’s a reason other pub- 
lishers use for not getting into wargames. You 
know, these critics of the critics may be right— 
perhaps we are sometimes too harsh on games 


meter off of board wargaming’s boxes... 
specifically, a complexity meter. | recently 
spent some time going through my collection of 
board wargames and confirmed what | long 
suspected—almost all “modern” board 
wargames (those published in the last 10 years 
or so) put some kind of “complexity” rating on 
the back of their box. One to ten, zero to five, 
low to high, it doesn't really matter—there's just 
some kind of indication of where the publisher 
places this game in terms of difficulty, and it 
seems that this tend to go hand-in-hand with 
the ephemeral “realism” quality. It goes 
beyond just a rating system—games that are 
rated on the less complex end of the scale seem 
to be unashamedly simpler throughout the 
game (i.e., the rating is not just a sham). For 


example, take the “blurbage” from the back of 
Avalon Hill's Bitter Woods boardgame: "Bitter 
Woods contains everything needed in a regi- 
mental Bugle game without inundating players 
with unnecessary complexity." Gosh—a 
wargame not be complex—what a concept! 

My solution? First, | think publishers should 
try implementing a complexity meter for each 
game they publish. If your game is hardcore, 
rate it an eight or nine and be ready for the 
hits. If it’s a mid-level game, call it a four, five, 
or six, and if it's a beginner level wargame, call 
it a one or two. Also, be frank about where you 
put the game, and what facets of the design 
cause you to rank it that way. Gamers, I think 
it’s then up to us to take the game and consider 
it’s target difficulty or complexity (dare | say 
realism?) level. If a designer or publisher open- 
ly calls a game simple, is it then really fair for 
us to complain if they didn’t precisely replicate 
the movement rate of a German infantry divi- 
sion in the game? This is not to suggest that we 
stand still for something that’s just plain a bad 
game (buggy or badly implemented or just 
boring), but that we recognize that there is a 
range of potential in our wargames. 

And with that, | need to make my bow, at 
least to those of your reading this in Computer 
Games Magazine. Because of scheduling prob- 
lems I'm having to leave my part-time editor 
position. You'll still see an occasional freelance 
article from me, and I'll still be doing 
Command Post on Computer Games Online, but 
for the magazine we’re going to take this 
chance to give action editor Ben Sones some 
space to flex his columnar (?!) writing muscles. 
So, paper readers, it’s been a great 4 plus 
years, and digital readers, I'll see you online! m 

We're sorry to see Scott's column go, but his 
foray out into the "real world" and acquisition 
of "a life" gives those of us left at the office 
hope for our own futures. But remember, you'll 
still be able to find Command Post at 
www.cdmag.com. —Ed. 
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[HP] hero-hito: FT! you have 
sû dishonored me 


Goncentrate. Channel. Frag. Chill out. 


Happy Puppy has thousands of playable demos, not to mention 


reviews, previews, and cheats--perfectly suited for your 
average samurai. 


(Other people like Happy Puppy too.) 
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Why stalwart fanatics settle for less 


ur affiliate website produces a batch 
of weekly newsletters designed to 
point readers to genre-specific arti- 
cles on the site. Each newsletter has a 
short introductory blurb followed by 
a list of links. Recently, my blurb for 
the RPG / Adventure newsletter listed the 
“new” titles that DreamCatcher Interactive 
announced for release this year (many of 
which will have already been unleashed as you 
read this). They include Safecracker, Traitor's 
Gate, Beyond Atlantis (Atlantis Il), The Sacred 
Amulet (Aztec — The Curse in the Heart of the 
City of Gold), Dracula and Time Machine. After 
the list | said, quote, "Witness the rebirth! Or is 
it the afterbirth?" A flippant, tasteless remark? 


by Cindy Yans 


the name) had seemingly moments earlier 
published (in its assessment of publications 
that cover—or fail to cover—adventure 
games), " Computer Games Magazine: An 
adventure lover's Disneyland. A monthly col- 
umn by Cindy Yans—yes, another female 
reviewer—that actually focuses on adventure 
games... Highly recommended for all adven- 
ture gamers; grade of A*." Following the 
afterbirth remark, JustAdventure co-editor 
Randy Sluganski (whose dedicated efforts to 
uplift the genre | have always admired) stat- 
ed, "what should be cut-and-dried informa- 
tion pointing readers to reviews/previews/ 
articles has instead turned into a platform to 
ridicule adventure games and adventure game 


It would serve no one, least of all our 
readers, to pretend that real quality exists 


where it does not. 


Well, sure—free speech, poetic license, etc. But 
the point | had hoped to make is, not only has 
the previous group of DreamCatcher's titles 
gotten mediocre to bad reviews across the 
board (with some notable exceptions), but at 
least half of them are re-releases of old titles. 
Get it? That which follows the original birth 
may be referred to as the... OK, well a whole 
lot of people didn't get it. It seems that I 
ticked off an angry throng of adventure 
gamers with that remark. Letters continue to 
arrive, denouncing me as the Devil's spawn of 
the anti-adventure-game conspiracy that is 
the gaming press. 

JustAdventure.com, one of the websites 
devoted explicitly to adventure games (hence 


companies...it all adds upon [sic] to unfair 
adventure game bashing, but this time from 
someone who purports to support the genre. 
Of course, if | remember correctly, was it not 
this same journalist who attacked The Longest 
Journey simply because it was a 2D adventure 
and then later printed a retraction after 
Funcom complained?" [The latter is untrue, 
but we won't address it here.] 

The point is that we do support adventure 
games. When there has been a genuinely 
excellent adventure, we reveled in it. Even 
most of my colleagues who are wireheads, 
twitch-mongers, simsters, grognards, and 
other non-diehard-adventure types (well 
maybe not true grognards) will take the time 


to play a really good adventure title. 
Unfortunately, the most recent of these was 
Grim Fandango. That was two years ago, folks. 
We wait and hope and pray for the excellence 
that used to saturate adventure gaming. 
Where have you gone Sam & Max, Day of the 
Tentacle, Last Express? Even ancient Infocom 
text adventures are more inspired than most 
of the things we've seen over the last few 
years—not all drek, mind you, but an awful lot 
of mediocre, uninspired yawn-fodder. Does 
that mean we shouldn't play them? No. When 
there's nothing to eat but meatloaf, we eat 
meatloaf—but we don't give it a five-star 
restaurant review. 

Some people have agreed with me. One 
reader, exceedingly familiar with the 
JustAdventure pedagogy, writes about the 
outraged adventure fans who will buy and like 
anything—just because it is an adventure 
game. He states "'May they all follow him 
[Sluganski] onto a big (or not so big, at this 
rate) ship, and may it sink without a trace 
along with all the rubbish that DreamCatcher 
and Cryo are shoveling at us!" This goes a bit 
far. It is not a// rubbish, and without the dedi- 
cated fans and champions-of-the-cause like 
Sluganski, the genre stands a lot less of a 
chance of survival and real rebirth. 

Please understand that when we criticize 
the genre, we do so because in its current 
state it deserves criticism. It would serve no 
one, least of all our readers, to pretend that 
real quality exists where it does not. So play 
what's out there, enjoy it as you will, but 
don't lose sight of a greater goal: that hope- 
fully techno-philia will cool a bit, and that the 
3D, high framerate, eye-candy, action-orient- 
ed engines will then allow the really talented 
game designers and writers to bring us a next 
generation of the best adventure titles ever. 
We'll grudgingly spoon down gruel for now, 
but let us soon eat cake. m 
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ne of the only significant gripes many 

gamers had with Jane's F/A-18 was 

that its manual, albeit thick with ref- 

erence data, included barely any 

instructional material. Since most of 

us don't learn how to program targets 
for high-tech GPS-guided weapons in our day 
jobs, this can be a bit frustrating. So what do 
you do when you're handed the keys to a 
darned realistic recreation of a modern 
weapons system, without the benefit of flight 
school? You hit the web, of course. 

If you missed it in print a couple of months 
ago, your first stop should be Jeff Lackey’s 
excellent F/A-18 strategy guide, available at 
www.cdmag.com/articles/026/066/f18. tips.ht 
ml. Jeff worked with the game's developers to 
help fill in some of the procedural gaps in 
SuperHomet combat. Next, head on over to 
Ham's F/A-18 Online Operations at www.oze- 
mail.com.au/-Idham/flynavy/boatO1.htm for 
an extremely detailed set of tips on proper 
landing procedures by Jim "Homit" Campisi, a 
pilot who's done the real thing in the F/A-18C, 
A-TE, and other jets. 

Don't leave Ham's excellent site once you've 
mastered catching the three-wire, however. 
Head on over to the Campaign Builder Manual 
page and download Pete Marone's excellent 
text, where you'll leam how you can create not 
just single missions, but full-blown, out-of- 
the-box-quality branching campaigns. You'll 
also find a tool for compressing campaign files 
as well. In the Maintenance area, you'll find a 
link to an excellent guide to all the key func- 
tions available in the sim, many of which aren't 
active in the default keymap. 

Your next stop should be the F/A-18 Tactical 
Operations & Mission Planning site at 
www.zianet.com/baldeagle/. Here you'll find Bob. 
Tullman and Jon Bigg's excellent F/A-18 training 
missions, which guide you through mastering 
weapons and avionics usage. These missions are 
complete with voice-overs, and cover topics 
ranging from using advanced JDAM, JSOW, and. 
SLAM stand-off weapons to how to handle air- 
to-air engagements with multiple bogies. 


Mastering 
the F/A-18 


Jane's, stop this crazy thing! 


by Denny Atkin 


Once you've mastered the plane and its sys- 
tems, you can peruse this site for some original 
and challenging missions. Some of these will 
send you screaming through air and ground 
defenses at 400 knots and 200 feet—that's 
heart-pounding action. Although these mis- 
sions are playable solo, they're expressly tuned 
for cooperative multiplayer. 

If flying these missions whets your 
appetite for creating your own sorties, you're 
at the right site. There's a fully interactive 
mission builder reference that replicates the 
module's icon panel and gives you a full 


If you're looking for a flashier F/A-18, your 
first stop should be Game Tool Technologies' 
site at www.gttweb.com. Here you'll find 
some very nicely done replacement 
SuperHornet paint schemes, including the 
one at the top of this column. You can 
replace your plane's textures with a simple 
set of file copies, but if you're going to be 
swapping fairly often, you'll want to try 
GTT's Camo Commander. This $15 utility (also 
available for USAF, Hornet: Korea, and a 
number of other sims) makes it easy to swap 
aircraft textures, without worrying about 


Screaming through air and ground defenses 
at 400 knots and 200 feet—that's what you 
call heart-pounding action. 


explanation of the function of all 73 buttons. 
If you're still confused, the site has a forum 
where you can talk technique with other mis- 
sion authors. 

At Fritzdog’s Resource Center at 
fai8.sim-arena.com you'll find a nice set of ref- 
erence materials, frequently updated F/A-18 
related news, and a beefy downloads area. One 
of the most intriguing files is the Art Manager, 
which will let you swap in new textures for ter- 
rain, runways, aircraft, and so on. It will also 
give you an easy interface for enabling some of 
the new settings added with the F/A-18 patch. 

On many of these sites, you'll find new 
textures for the sim. Some of these are 
designed to correct problems, such as the 
"too-dark" appearance of the terrain on some 
graphics cards. You'll also find replacement 
cockpits which are a bit crisper and feature 
better contrast. Perhaps most intriguing, even 
though they don't really affect gameplay, 
are all the new paint schemes available for 
the SuperHornet. 


accidentally losing original files; there's a 
30-day free trial period if you want to check 
it out. Our neighbors to the north will enjoy 
the CF-18E texture on GTT's site, which not 
only gives you an attractive new Canadian 
jet texture, but in fact turns the entire U.S. 
Navy in the game into a branch of the 
Canadian Armed Forces. (And if you're 
annoyed that you're still paying off student 
loans after all the education cuts of the 
19805, you can use the program to change 
the 0.5.5. Ronald Reagan into a less 
Republican U.5.5. Roosevelt, Truman, etc.) 
Of course, F/A-18 isn't the only game out 
there with a wealth of add-ons available on the 
web. There are huge communities supporting 
high-profile sims like Flight Simulator 2000, 
but you'll also find add-ons that re-energize 
sleepers like Fighter Squadron with new air- 
craft, dynamic campaigns, and so on. Have a 
favorite add-on? Tell fellow sim players about 
it in our forums at www.cdmag.com/cgi- 
bin/Webx?13@@.ee72769/0. m 
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henever anybody finds out that I'm 

a professional game developer, | get 

one consistent reaction..."Oh it must 

be great to sit around and play 

games all day long." Yeah, just like 

politicians spend all day counting 
their bribes, postal workers spend all day 
cleaning their guns, and cops sit around all day 
eating donuts. (Well the last one may be true, 
but not the others.) 

Unfortunately, | spend far less time than I'd 
like designing and playing games, and far too 
much time bogged down by the thousand little 
details that go with developing a game, getting 
it on the shelves, getting people to buy it, and 
getting paid for it. Yesterday was as typical as 
any day. 


9:30—Get into the office a little late, grab 
some coffee. It's a Monday, and | didn't work 
at all over the weekend; usually | do. For the 
end of Railroad Tycoon II, | worked four months 
straight, seven days a week. 


9:40—Check e-mail. | have about two dozen 
messages waiting. I'm tempted to "MAKE 
THOUSANDS DAILY PLAYING BLACKJACK!***, but 
decide to pass on that and the other spam. 
The remaining real e-mail deals mostly with 
contract issues being re-negotiated between 
my publisher (Gathering of Developers), and 
its six developers (including us, PopTop). Over 
the course of the day I'll receive about 30 e- 
mails about this, compose about five of my 
own, and spend about an hour on the phone 
with this issue. Lawyers and contracts are the 
bane of my existence (except for my lovely 
wife, Leslie, whose only character flaw is that 
she is a lawyer). 


10:10—Review a chunk of Tropico's opening 
cut scene with the artist—looks very nice. One 
of the pleasures of the job is seeing great new 
art for the first time. 


10:30—Talk to a potential new programmer 


Or how we sit around NOT playing 


games all day long 
by Phil Steinmeyer | 


on the phone for 20 minutes. After a year of 
working 70 hours a week to get a new game out 
for his publisher, he was summarily laid off, 
along with the rest of his team. The publisher 
had decided that the Nintendo 64 market, for 
which they were developing, was dying. He's a 
talented programmer and | hope we get him. 


10:50—Spend about 30 minutes each with a 
couple of artists going over new interface ele- 
ments. It takes a long time to specify exactly 
what buttons go where, how big they are, what 
colors they are, how they should depress, etc. 


11:45—Lunch at my desk: Budget Gourmet 
Fettuccini...with meatballs!!! Mmm.... Stale 
Pringles round out the feast. 


5:45—Attempt to write a new Sausage 
Factory column about ЕЗ, struggle for two 
hours and come up with nothing. (The next 
morning, I'll toss it and fall back on, 
well...this.) 


7:45—My first actual programming of the 
day. As with a lot of programming, it's nothing 
the user will see; basically, a series of optimiza- 
tions to some of our tools. | estimate it'll take 
about an hour. 


11:45—Programming finished. OK, so | was a 
little off in my time estimate (but only by a fac- 
tor of four—that's actually pretty good for me). 
I'm finally done. | go home, watch a little Jerry 
Springer, and crawl into bed. 


Most of my time is spent in fairly mundane 
ways, not too dissimilar from a lot of other 
white collar jobs out there. 


12:00-5:00—More e-mails, some accounting 
stuff, minor art issues, etc. Roughly every 3.1 
seconds | am interrupted by a phone call or 
some other request that must be dealt with 
right now. 


5:00—1 sneak off to Taco Hell for a little 
more health food and read a game magazine 
over dinner. 


5:30—Review a press release about Tropico 
created by our PR firm. The press release con- 
tains a quote from me, about how Tropico will 
be the greatest game ever, cure cancer, end 
world hunger, etc. Like a lot of my quotes in 
these press releases, | didn’t say it—the PR per- 
son did. But it sounds like something | might 
say, so | sign off on the release. 


This was a longer day than normal—average is 
about 10 hours. You'll note I didn't spend any 
time playing games—ours or anybody else's. Most 
of my time is spent in fairly mundane ways, not 
too dissimilar from a lot of other white collar jobs 
out there. There were no sudden design revela- 
tions, enormous strides in gameplay, or anything 
else particularly memorable. But step-by-step, a 
game is forming. | can't tell much difference 
between where the game stands today versus last 
week, but compared to last month, or three 
months ago, the progress is clear. Hopefully, in 
about eight months we'll have a completed game, 
some good reviews and sales, and maybe even a 
few royalty checks on the way. But I'll probably 
still be answering too many e-mails and eating too 
many frozen lunches (maybe I'll upgrade to Lean 
Cuisine). m 
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Mission Орје 
all: Enemy О 


Secondary 100 


demos 


[above] I will wish death upon your family, Federation pig scum. [right] Those wacky Romulans, will they 


ever learn? 


Star Trek 


Go through the tutorial before taking the helm. 


Use the force, Luke. 


Klingon Academy 


Grunt your way to glory in the latest Star Trek action combat simulator-type thing 


they're omery and when they grunt, they 

tend to sound like our more cerebrally chal- 
lenged modem day athletes. Star Trek Klingon 
Academy is (not surprisingly) a sequel to 
Starfleet Academy, and is a prequel of sorts to 
the movie Star Trek VI: The Undiscovered 
Country. The full game features two of that 
movie's stars, Christopher Plummer as General 
Chang and David Warner as Chancellor Gorkon. 

In the game, you take the role of a young 
warrior and, with the guidance of Klingon 
General Chang, learn to command a Klingon 
battle cruiser. General Chang has established an 
Elite Command Academy (which isn't unlike the 
Starfleet Academy—amazing!) to prepare a new 


GENRE space Simulation 
PUBLISHER interplay 


REQUIREMENTS Pentium Il 233, 64MB 
RAM, 3D Accelerator 


INSTALL SIZE эомв 


ү“ gotta love those Klingons. They're mean, 


generation of warriors for the inevitable conflict 
with the United Federation of Planets. Under his 
tutelage, you'll need to leam battle tactics and 
the code of the Klingon warrior (remember: no 
crying!). In the full game, if you prove yourself 
worthy you may be recruited to fight with 
Chang in a conflict that will decide the fate of 
the Klingon Empire. 

The demo is a single-player version of the 
full game, with a quick battle scenario editor 
with two different ships and four star systems 
featuring three different terrain. It also includes 
two unique solo missions created solely for the 
demo, which they say are reduced versions of 
those found in the full game. There’s also a 
tutorial that teaches you the basics of com- 
manding a Klingon warship. 

According to the README.TXT, the quick bat- 
tle and the solo-play missions are designed and 
balanced for varying difficulty. Quick battle 
(when the player commands the Klingon battle- 
cruiser) is the easiest battle scenario when the 
odds are even. The first demo mission, 
“Incursion,” is the next hardest, providing a 
medium-grade challenge at a default difficulty 


key commands»»»requirements 


K OMMAND 


Flight controls 
Roll to port 
Roll to starboard 
Fire primary/secondary weapon 
Fire advanced weapon 
Tractor beam 
Cloak 
Exterior view 
Power macros 
Verbal orders 
Accelerate/decelerate 
Full reverse 
Mach speed 
All stop 
Warp to target 
Emergency full turn/stop/reverse 
Launch probe (huh huh) 
Scan target 
Cycle through sensor ranges 
Gunnery mode/HUD toggle 
Targeting 


A10 


setting. Finally, the second demo mission, "A 
Dish Best Served Cold," is the hardest, designed. 
to provide a tough challenge on the lowest dif- 
ficulty setting, and an extremely tough chal- 
lenge at the hardest difficulty setting. 

The full version of the game includes 25 mis- 
sions and Internet play supporting either 
deathmatch or cooperative missions. There are 
more terrain really they're backgrounds, but 
they do affect the way the ships perform), plus 
additional ships to fly (from B'rel Birds-of-Prey 
to "Accuser" class dreadnoughts). You'll face 
off against 40 warships that are new to the Star 
Trek universe, with entries from the Federation, 
Romulans, Tholian, Gorn and a new race, the 


This can’t be good. 


Half-Life: Opposing 


Sha'kurians. (They must be alien, because they 
have an apostrophe in their name.) The game 
also includes a gunnery chair, which allows you 
to control all of your ship’s weapons while your 
helmsman takes the wheel. (This is probably 
how the game should be played.) There are 10 
weapons systems, with technology such as the 
Antimatter Field Projector Device, the Frequency 
Modulated Particle Accelerator Cannon and the 
dreaded Assault Phaser. 

So grab the helm and be a Klingon as 
remembered best, before that Worf guy 
humanized them. They’re mean, nasty and like 
killing things even more than you do. Enjoy this 
highly polished demo. 


Force 


Let’s go back to the Black Mesa Federal Research Facility 


Shephard, hero of Opposing Force (abbrevi- 

ated OP4), one of the three forces that were 
out to get Gordon Freeman in the original Half- 
Life. Your mission in ОР is to eliminate 
Freeman, though you might actually wish he 
was around as you try to get out of the alien- 
infested Black Mesa Federal Research Facility. 

The way the storylines of the two games 
intersect is one of the most interesting parts of 
this add-on for the amazing Half-Life. The two 
games share several rooms, the man with the 
briefcase again peers impassively from various 
heights, and you can run into Freeman himself 


GENRE Action Add-on 
PUBLISHER sierra 


REQUIREMENTS Pentium 133, 24MB 
RAM, 3D Accelerator 


INSTALL SIZE 133m8 


| n Half-Life: Opposing Force, you're Adrian 


a couple of times. Almost every creature and 
weapon from the original is represented, as well 
as a handful of new ones. 

You'll also find out a little bit more about 
what was actually going on. It turns out the 
soldiers in black (those little ninja-like things 
that were somewhere beyond annoying) are 
part of a military division called Black Ops. 
Eventually you'll face off against these folks, 
and just as it was in Half-Life, it ain't pretty. 

The game's new weapons are quite a treat. 
There's a beefed up machine gun, a new 
sniper rifle and a disgusting weapon that 
seems to eat your hand. The demo starts out 
with the beginning of the game, then jumps 
ahead a bit to give you a bit more variety. It 
also includes the full Boot Camp to train you 
with the new weapons. All in all, it gives you а 
pretty good feeling of what you can find in 
the full game, which has been on sale since 
late last year. 

Note: While the full game requires the origi- 
nal Half-Life, the demo does not. 


RO N A А Q 
Place the CD disc in your CD-ROM drive. The disc 
will autoplay. If it fails to do so, right click on 
your CD-ROM icon (located in "My Computer") 


and select OPEN. Double-click the "Install" icon. 


Still having problems? Send a description of the 
problem along with your system configuration to 
egcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 


This REALLY can't be good. 


Who's that doofus on the wall? 


Hey, this guy looks familiar. 


К OMMAND 


W/S/A/D Movement 
Space Jump 

Ctrl Duck 

R Reload 

E Use item 
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Bonus Pack 


Woohoo! Nali WarCow model! 


batch of new levels and some new features 

in this generous free add-on from Epic 
Games and GT Interactive. It includes three new 
character models: the Skaarj Hybrid, the Nali 
and the Nali WarCow. There are also an addi- 
tional 11 maps: DM-Agony, DM-Cybrosis][, DM- 
ArcaneTemple, DM-Malevolence, DM- 
Shrapnelll, DM-HealPod][, DM-Mojoll, CTF- 
Cybrosis]l, CTF-Hydrot6, CTF-Noxionté, and 
CTF-Darjit6. (For those not in the know, DM is 
Deathmatch and CTF is Capture the Flag.) 

One new feature has been added to the 
game, and that is the Relic—a special item that 
gives a player special powers. There are a total 
of six in all: The Relic of Strength, the Relic of 
Regeneration, the Relic of Defense, the Relic of 
Speed, the Relic of Redemption, and the dread- 
ed Relic of Vengeance. You may carry only one 
at а time. You add the relics into a game the 
same way you add mutators. You can choose as 
many or as few as you want. They all spawn 
randomly and move around the map if no on 
picks them up. 


GENRE Action Add-on 
PUBLISHER cr interactive 
REQUIREMENTS unreal Tournament 
INSTALL SIZE зтмв 


Shadow Watch 


X-COM goes comic book 


T= aren't a lot of turn-based, small unit 


I: award-winning Unreal Tournament gets a 


tactical games out there, but Red Storm 

Entertainment has just finished up 
Shadow Watch, a game that seems to blend 
tactical challenges with role-playing ele- 
ments in an attempt to capture the best fea- 
tures of both genres. 

The game certainly has a distinctive look. 
Whereas most games today shoot for a hyper- 
slick, 3D-accelerated look, or at least aim for 
super-sharp, high-res 2D graphics, Shadow 
Watch takes a retro approach to visuals. 
Everything is done in the style of comic books 
from maybe a decade ago—flat shading, lim- 


GENRE turn-based strategy 
PUBLISHER ned storm 


REQUIREMENTS pentium 133, 
32MB RAM 


INSTALL SIZE эзмв 


So if you have the full version of Unreal 
Tournament, you need this add-on. It's as sim- 
ple as that. 

To install the Bonus Pack, just double click 
the .umod file and it should begin installing. 
(This assumes the full version of Unreal 
Tournament is installed and in working order.) 
If you are having trouble, extract the ZIP file to 
a temporary folder such as C: Temp, and then 
Click on the Start Menu, select “Run,” and type 
in the following command: 
C:\UnrealTournament\System\Setup. exe install 
C:\temp\UTBonusPack. umod 


A bad situation to be in. 


ited colors, stark lighting. The viewpoint is 
isometric, and the interface is Spartan, rely- 
ing almost entirely on the mouse with option- 
al keyboard equivalents for most commands. 
The action is turn-based, depending on а 
system of action and initiative points for its 
driving force. 

Gameplay revolves around leading a squad 
of six operatives of The Corporation in a strug- 
gle against the ubiquitous forces of evil, which 
this time are attempting to sabotage the 
development of an international space station. 
Once you get through the vaguely fascistic 
premise—the all-powerful mega-corporation 
you work for is disturbingly reminiscent of 


Hi, I'm a WarCow. 


This is a good example of the graphic look used 
throughout. 


something from Orwell's 1984 or Hitler's Mein 
Kampf-you're presented with an interesting 
game structure. 

This demo gives you a good taste of what to 
expect in the full version of the game. There 
are four missions you can play either individ- 
ually or as part of a campaign. You will be 
given two of the six characters in the full ver- 
sion to complete your missions. In campaign 
play, each team member starts with 250 expe- 
rience points to make it a little easier. 

Fans of X-COM and Jagged Alliance may 
find the game somewhat simple, but Shadow 
Watch may satiate your hunger for tactical 
combat. 


High Heat 2001 


The best keeps getting better 


ere's the non-beta demo of Sammy Sosa 
Н: Heat Baseball 2001, which is usually 

just know as High Heat. Last year's edition 
swept almost every major "Sports Game of the 
Year" awards, and this year's edition continues 
tweaking the formula. 

This is perhaps the game that gets the graph- 
ical/statistical balance closest to being "right" 
(unfortunately no one can agree what "right" 
really means), it has great looking stadiums, 
weirdly thick-necked polygonal players (they 
must have been playing too much Kingpin), 
and some thoroughly entertaining arcade 
action, which you get a taste of in this demo. 

The demo lets you play a three-inning exhi- 
bition game between the Cleveland Indians and 


[nup GOODS cum name] 
GENRE sports 


PUBLISHER зро 


REQUIREMENTS. pentium 166, 32M8 
RAM, 3D Accelerator 


INSTALL SIZE seme 


the Cincinnati Reds. The rosters are current as of 
the end of February so, yes, that means the 
Indians have Chuck Finley. Oh, and the Reds 
have some guy named Griffey. Or maybe his 
son. Or someone like that. People say he's good 
or something. All of the game's features are 
present in the demo; try it with or without the 
DH, with different skill levels, bat Griffey leadoff 
if you'd like (he'd probably be better than the 
overachieving in 98 and overrated Pokey 
Reese). There are three stadiums as well. 
Baseball fans should see what all the fuss is 
about and check out the High Heat demo. It's here 
just in time for you to realize that your favorite 
small-market team is already out of the playoff 


hunt. Lead them to glory, one game at a time... Е 
This guy's rumored to be sorta good. 


К OMMAND 


F1 Display pitching key 

F2 Toggle batting camera 
F3 Replay pitches 

F4 See next three batters 
F5 Batter/pitcher stats 

F6 Stat toggle 

F7 More stats 

F8 Baserunner stats 

F9 Last pitch 

F10 Show strike zone 

Fil Show "actual" strike zone 


HIT BY PITCH 


Ooh, Manny Ramirez is annoyed. 


Superbike 2000 


Can you handle all that 


power between your legs? 


uperbike 2000 is the sequel to last year's 
9 critically lauded Superbike World 

Championship. Strap on your favorite 
motorcycle and race against the world's 
finest motorcyclists on some of the most 
famous tracks in Europe. You can race 
against all 25 rides from the actual SBK 
championships, and take a spin on such 
machines as the Ducati 996, Honda RC45 and 
Kawasaki ZX-7RR. You'll also get a chance to 
tame racetracks like Germany's Hockenheim 
Raceway and Nurburgring, Brand's Hatch, 
and Italy's Monza, which is the track includ- 
ed in the demo. 

The bike physics feel pretty spot-on as 
well, but there is also an arcade mode that, 
while more realistic than something like 
Manx TT, is more playable than other simula- 
tions. The game also features superb graph- 
ics. With this game and NASCAR 2000, EA 
Sports has managed to create a slightly grit- 


GENRE Racing 
PUBLISHER ta sports 


REQUIREMENTS Pentium Il 266, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE somes 


Ld ел 
pw € é 


Who needs a PlayStation 2? The graphics in the 
game are stunning. 


tier and more realistic look to the tracks. 
They seem a little less bright, but still look 
spectacular. The bikes are superb looking, 
and there are plenty of camera angles, plus a 
true cockpit mode, to really let you get a 
good look at things. 

The full version includes multiplayer and 
lots more options. You can play split-screen 
with another player or eight players over the 
Internet (good luck). 


The always useless cockpit view. 
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Beetle Buggin’ 


All Volkswagen, all the time 


eetle Buggin, Beetle Crazy Cup... it doesn’t 
В what they call this game, it's all 

fun (for the record, Beetle Buggin' is its US 
name, Beetle Crazy Cup its European, or vice 
versa). Developed by the curiously named 
Xpiral, it's a terrific looking racing game with 
some fun gameplay modes. The demo lets you 
try two separate types of games; monster 
trucks and some crisscross racing action. The 
big draw of the game is that it features most 
of the Volkswagen lineup from the original 
classic to the legendary Thing (one of the 
more bizarre cars in history) and Karmann 
Ghia to the new Beetle. 

The car modeling is incredibly fun in the 
"Cross" race; your bug slip slides its way 
around the track. The monster truck race 
forces you to complete two laps in a certain 
amount of time; watch our for the pylons. 


Infogrames 


ENTS Pentium 166, 32M8 


ВАМ, 3D Accelerator 


Invictus 


Greece gets voxellitious! 


t seems many gamers seem are afraid of ever 
| seeing a pixel (oh my god, it looks... 

blocky), hence the desire to increase resolu- 
tions and go to new technology like full-screen 
anti-aliasing. And sure enough, as soon as the 
Invictus demo hit the Internet, the message 
boards were complaining about the graphics. 
What were they complaining about? Voxels. 

Ah, the voxel, the whipping boy of graphics 
lovers everywhere. A method of rendering 
landscapes and characters that involves а 
series of 3D pixels (or something like that), 
they first saw light of day in NovaLogic's 
Comanche series of helicopter simulations and 
its latest iteration can be found in Delta Force 
2. In the past couple of years, Infogrames’ 
Outcast and Hexplore have used the technolo- 
gy. In fact, Invictus looks remarkably like the 
latter game, giving you the usual organic- 
looking, but slightly blocky, terrain. 


LAP TIME 
PAOR 
z 


3 ОООО) 


Riding along in my automobile.... The graphics 
and vehicle physics are surprisingly good. 


You can also watch non-interactive replays 
of all of the other game variants, which is a 
pretty nifty feature for a demo, one that 
others may want to emulate. 

Overall, this is a pretty hot demo. Check it 
out; the full game should be on store shelves 
right now. 


This is where voxels get pretty ugly. 


In reality, the graphics are OK, and this 
demo shows off many aspects of the game- 
play. A combination of role-playing and real- 
time strategy, the game is set in Ancient 
Greece. Poseidon is angry with mankind, so 
Athena sets up a bet to try to save humanity. 
Athena sends a champion to Invictus to face 
all of Poseidon’s challenges. The game is mis- 
sion-based, and the demo gives you a few to 
check out. In between each mission, you can 
purchase additional units to accompany your 
champions. You wander each map, talking to 
locals and slaying beasts as you try to com- 
plete the mission’s goals. 

Fans of Homer (not Simpson) may find this 
demo worth an install. 


OMMAND 


Arrow Steer 
Arrow Accelerate/brake 
Handbrake 
Horn 
Nitro 
Gear up/down 
Camera view 


Whine, whine, whine. 


К OMMAND 
Attack 
Box formation 
Line formation 
Center on unit 
Change facing 
Set formation 
Group units 
Health toggle 
Run 
Zoom in/out 
Rotate map 
Adjust pitch 
Keyboard summary. 
Set map bookmark 
Recall bookmark 


Star Wars Pit Droids 


File under "way too fun just for your kids" 


Pit Droids is an insanely entertaining little 

puzzler. Watto's pit droids must get to the 
Pod races, but they're a bit on the dumb side. 
You drop little directional pads around, 
pointing those robots in the right direction. As 
the levels get tougher, pit droids gain attrib- 
utes, acquiring colors and tools that are 
affected by specific tiles. The full game has 
over 300 puzzles (and an editor) with multiple 
difficulty levels. 

The graphics are terrific, with three zoom- 
in levels that let you go from a puzzle 
overview to the bolts on the pit droids. The 


| marketed as а kids game, Star Wars 


M нн 
Jedi Puzzling 


PUBLISHER. Lucas Learning. 
"REQUIREMENTS: pentium 166, зм 


RAM, a brain. 


30MB 


music is typical Lucas (that is to say, it's real- 
ly good), and the droids themselves are clev- 
erly animated. And there's no Jar-Jar Binks 
sighting to report. 

The demo has seven puzzles, with the last 
couple being particularly challenging. It 
should give you a great idea of why we 
named this the best "Classic/Puzzle" game 
of 1999. ж 


Now this is tough. 


This may not be efficient, but it works. 


"t 


Xo 


Lon 


Keep the green guys busy. 


Scroll screen 


i 


0 


Help 
Toggle interface 
Quit 
Pause 
Grid/walls on/off 


NASCAR 2000 


Turning left for fun and profit 
A Sports’ NASCAR 2000 has to be better 
E last year's icky NASCAR Revolution, a 
game that needed a Pentium III to merely 
run slowly. And checking out this demo, it's 
clear it's an improvement over last year's 
model, though it's unlikely it's giving the 
folks from Papyrus heart palpitations when it 
comes to realism; however, in every other 
respect (visuals, sound), it's aces. 
Where this game excels is in its perception 
of realism. One thing Papyrus has has 
seemed to forget is that realism ultimately 
isn't a goal for a game like this. Rather, you 
want people to perceive your game is realis- 
tic. When a person can't complete a lap in 
NASCAR Racing, no amount of convincing 
will tell them that's realistic. Challenging, 
yes, but realistic? Try warming your times 
like the real guys go in that game without 
spinning out. 
Anyway, NASCAR 2000 has 18 official tracks 
and 40 current and legendary drivers. You 
get the drivers in the demo but only one 


giis ing 


| PUBLISHER ca sports 


Hope the insurance is paid up. 


track, Atlanta Motor Speedway. You get to 
race against 31 cars with a 3D accelerator and 
24 if you don’t have one. The race length is 
locked in at 10%. 

Graphically, the game has the same slight- 
ly grittier look as Superbike 2000. 
Everything is a little less colorful, less con- 
trast-y without looking gloomy. It's not 
quite as attractive as Superbike, but it's 
more of a mass-market product than that 
motorcycle game. 

So take the wheel of your favorite Ford, 
Chevy or Pontiac. m 


К OMMAND 


Steering 
Accelerate/brake 
Reverse/first 
Change view 
Help 
Map 
Race stats 
Car dials 
Tire info 
Rear-view mirror 
TV stats 
Auto-pilot 
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Pro Pinball: 
Fantastic Journey 


The last great pinball game 


ndulge in your Tommy fantasies with the lat- 
| est, and perhaps last, of the Pro Pinball fami- 

ly of pinball simulations. Fantastic Journey is 
yet another meticulously recreated table from 


Sega Swirl 


It's more than just a game 


ere's a radical idea: this is a free game 
H based around the logo for the Sega 

Dreamcast. Well, it's not exactly the logo, 
but there's little doubt that the little swirly 
things in Sega Swirl invoke a certain curly 
thingee seen on your favorite Dreamcast. 

Regardless of whether or not this game is 

designed to burrow swirly things in your 
head, it's actually a simple and entertaining 
little puzzle game. You need to click on col- 


"GENRE. marketing puzzle 

‘PUBLISHER sega 

| R EQ! IREM EN TS Pentium, 16MB of RAM 
INSTALL SIZE swe 
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Pinball, in all of its glory 


those ball-masters at Cunning Developments. 
The game features the usual superb ball 
physics, amazing graphics and terrific game- 
play as the past three Pro Pinball games. 

The demo is limited in tables’ views, resolu- 
tion, color depth, sound quality, and perhaps 
more importantly, it has a time limit. You can 
play the game for about five minutes before it 
shuts down the table. Despite this, it still gives 
you a good idea of what to expect from the 
full game. 

If you like pinball (and who doesn't?), it 
doesn't get better than this. So check it out! 


К OMMA ND 


Flippers 
Nudge 
Launch ball 
Start game 


Where's the colored lighting? What kind of game 
isn’t 3D? Lame! 


ored logos to remove them from the board; if 
adjacent logos are the same color, all will be 
removed. In the main level-clearing variant, 
you have a set of goals you need to complete 
to advance; just clearing the board isn’t 
enough. After you've finished your game, you 
can send your scores to Sega and compete 
against both PC and Dreamcast people for the 
highest score. 

Note: When you install the game, it will 
send an e-mail to Sega effectively registering 
the game. You have been warned. 


Yeah, 1 kicked your butt! 


Bust-a-Move 4 


Not a break-dancing sim 


rom the “trying to describe this game is 
fe difficult but here goes” file comes 

Bust-a-Move 4, a game that needed to be 
made because Bust-a-Move 3 left so many 
questions unanswered. There are these col- 
ored bubbles growing down from the top of 
the screen, and you need to shoot other col- 
ored bubbles at them, and when a bubble 
collides with two other of the same color, they 
pop. You can’t let them reach the floor, 
because if they do, they, um, “bust-a-move”, 
or something like that. 

The demo includes Arcade Mode, which 
almost feels like a violent Tetris (OK, there’s 
actually no violence in the game, but you do 
get to shoot things!). In that mode, you just 
clear as many levels as you can. The demo 
gives you five levels to clear, and despite its 
primitive gameplay (which is based on a 
Japanese arcade game) and early 90s graphic 
look, it’s mind-bogglingly fun. Really. No 
joke. Try it. 

But in Player vs Computer mode the game 
gets truly surreal, as it starts to tell a story 
about how these two Pokémon-like creatures 
are threatened by falling balloons, and it’s up 
to this little girl in a sailor suit to save 
them...if it weren’t so hysterically funny, it 
might be disturbing. But the gameplay is 
slightly different, as you're competing 
against the computer, and clearing bubbles 
causes them to appear on your opponent’s 
screen. It too is pretty fun, though a bit more 
hectic than the regular Arcade mode. 

Still, despite the game’s quality, it is dis- 
appointing to find out it isn’t a break-danc- 
ing simulator—a digital Breakin’ 2: Electric 
Boogaloo. Oh well, maybe next time. ж 

Warning: this demo may induce vomiting 
in people predisposed toward hating things 
staggeringly cute. But seriously, this game is 
wickedly fun. 


Q 
H 
GENRE weird Puzzle Thing 


PUBLISHER interplay 
REQUIREMENTS. Pentium 100, 32M8 RAM 


INSTALL SIZE 223Me 
(no joke... the ZIP file is only 29MB) 


MAS 


250 Million Years m | 
Man Evolved Out of 


In the year 2047, a massive comet ravages Earth's 
«v, surface and the remnants of mankind descend to the 
bottom of the ocean in order to survive. 
/ £ À hundred years pass, but even in the still of the 
one truth remains—where man goes, war will 
~~ follow. Now the cradle of creation has spawned the 
сед of man's destruction and all the oceans of the 
‚ World are not big enough for three civilizations i 
Гӯ" a fierce iai for mans final frontier. Ы 


F 


Three distinct civilizations to Fully realized 3D underwater Includes a powerful scenario Multiplayer action over 
play - two human, one alien. universe including editor and an intelligent Internet or LAN allows 
5 depth/elevation levels. random mission generator . up to 24 players. 
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Ruling av island paradise 
in PopTop’s Tropico 
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Perhaps it should be no surprise that a 
company founded by an avowed 
"Parrot Head" and named after a line 
in a Jimmy Buffet song would eventu- 
ally get around to making a game 
with a light-hearted, Caribbean 


theme. Still, after the success of 


PopTop Software's Railroad Tycoon 2, 
forgive us if we expected their next 
game to feature planes or trains 
again, or perhaps even automobiles. 
Instead we get Tropico, a game of 
tongue-in-cheek Latin American poli- 
tics. When compared to the gaming 
"Clone Wars" to which we've been 
subjected over the last few years, 
Tropico, slated for a fourth-quarter 
release, seems as refreshing as a light 


breeze on a tropical beach. 


by Mark Asher 


So what kind of game is Tropico? According 
to PopTop’s founder and President Phil 
Steinmeyer, "You're a Fidel Castro-style ruler, 
trying to build up your Caribbean island, keep 
your people happy, and stay in power. Tropico 
is ultimately a game about people. Most strat- 
egy games are either about money (i.e. 
Railroad Tycoon II), things (SimCity), or con- 
quest (just about everything else). Tropico is 
about exercising influence on people, to make 
them happy, or failing that, to repress them 
and/or otherwise keep them from tossing you 
out of office." 

As the newly installed dictator of a mythical 
Caribbean island, your difficult and fascinat- 
ing task is to lift your tiny nation out of pover- 
ty and civil unrest. Want to restore democra- 
cy? Go ahead, but keep your people happy or 
they will vote you out. Want to rule with the 
strong hand of the army? Achtung, baby, but 
the Church will be your enemy and the peas- 
ants may revolt. Whatever you decide, keep 
funneling some money into that Swiss back 
account in case you need to take an extended 
vacation abroad. 

Tropico promises to be a unique game, one 
that combines the building you see in titles 
such as SimCity and Railroad Tycoon 2 with a 
light-hearted infusion of Latin American poli- 
tics. You will have to pacify various internal 
and external (US or Soviet) political factions. 
You will have an army, but Tropico is not a 
game of military conquest—the army is there 
to enforce your rule and root out those pesky 
rebels in the jungle...or have your head on a 
bayonet if they are displeased enough to 
attempt a coup d'etat. 

There's even a dash of The Sims in this 
game, as your citizens will each have their own 
psychological profile and motivations. These 
are individuals going about their daily busi- 
ness, like the teamster hauling crops to an 
exports dock or the mom at home watching 
the kids. "They have homes, jobs, and identi- 


ties," Steinmeyer exp 
like being safe, well- 
tually enriched." 
Tropico also promi: 
into—almost all of yo 


ains. "Just like us, they 


ur activity as a player is 


ed, employed, and spiri- 


ses to be very easy to get 


limited to building things—but difficult to 
master. Plan and build well, and your people 
will prosper. Plan poorly, and you'd better 
hope the Army is on your side. 
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Havana 1 
PopTop's offices are located in a suburb of St. 
Louis in a rather drab industrial complex—no 
lon Storm-ish luxury appointments here. In 
this small facility, across the highway from a 
Chrysler assembly plant, PopTop has slowly 
grown from one employee (Steinmeyer) to 10. 
Given that Tropico is a strategy game, which 
up until recently meant you could expect it to 
take a back seat to other titles in the eye- 
candy department, | was a bit surprised when | 
saw the game up and running—it’s simply 
beautiful. It's a rare Caribbean flower bloom- 
ing in the industrial Midwest. 

"Technically and artistically, the game is far 
more ambitious than Railroad Tycoon 2—about 
four times as much art, all constructed in 3D, 
targeted for very high resolution output," says 


Steinmeyer. Tropico is built on a modified ver- 
sion of the Railroad Tycoon 2 engine, but looks 
significantly better. It will include a generous 
amount of ambient animation, such as clouds 
floating by, people in their daily lives, wildlife, 
and trees swaying in the breeze. 

The artwork has a real Latin American flavor 
too, as artist Steve Mohesky explains. "Most 
buildings will show the cumulative effect of 
poverty, aging, and decay that occurred in 
Cuba in the 1950's. Paint peels, walls are 
chipped and cracked, roofs sag. The exception 
will be the areas of tourism and Government. 
These areas will have a more maintained 
look—the feeling of poverty and neglect won't 
be so apparent." 

When starting a game, you'll be able to 
choose between a randomly generated island or 
a variety of pre-designed scenarios. Tropico will 
allow you to zoom in one level closer than you 
could in Railroad Tycoon 2, allowing for quite а 
bit of detail to be displayed. You can also zoom 
out and see the entire island, which should be 
quite helpful to any "hands on" dictator. You 
can even see how the mountainous terrain 
affects weather patterns, which will help you 
plan farms and other construction. 

Tropico will be playable at resolutions up to 
1600x1280, and in a nifty design move by 
PopTop, the interface will scale with the resolu- 
tion. If you play at 1600x1280, the buttons and 
interface will be the same size as they would be 
if you were playing at 640x480. The only dif- 
ference will be a more detailed, artistic look for 
the interface at higher resolutions. 
Spending Money 
Tropico is first and foremost a game of build- 
ing. You'll be able to build over 100 structures, 
such as hotels, golf courses, banks, universities, 
apartment buildings, casinos, and more. Build 
mines and then decide whether to export t 
raw minerals or build a factory to refine them to 
sell for even more money. Build tourist attrac- 
tions and attempt to lure the heavy hitters from 
the US to your tropical paradise to spend their 
Yanqui dollars. Just be sure to keep your own 
people happy. The last thing you want is for 
your impoverished citizens to turn to a life of 
crime and rob the touristas—they'll return home 
and badmouth your island, causing the tourist 
trade to plummet. 

"Players interact with the world primarily by 
building," Steinmeyer says. "The player has no 
direct control over the people of the island, but 
they will respond to what you build. Build a 
hospital and a needed doctor might move in. 
Build a mine near an ore deposit and untrained 
workers will become miners and work the mine. 
If there are rebels in the hills, build a military 
outpost nearby and the soldiers will patrol and 
hopefully eliminate the rebels." Indeed. In the 
pre-alpha version we saw, Steinmeyer built a 
mine and unemployed workers drifted over to 
become miners. After a few minutes of busy 
ore production, a fat and sweaty teamster came 
over and hauled it away. Tropico promises to 
be one of those games that will have you gawk- 
ing from time to time, fascinated at what your 
island population is up to. 

Steinmeyer also believes that his game will 
be more detailed, both in structure and graph- 
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Buildings 


Housing 
Tenements, houses, apartments, and 
luxury houses. 


Industry 

Lumber mills, food processors (packing 
houses, etc.), cigar factories, foundries, 
rum distilleries, and jewelry factories. 


Farming 

Fisherman’s wharves, farms (banana, 
coconut, citrus, corn, pineapple, coffee, 
sugar, and tobacco), and ranches (goat 
and cattle). 

Mining 

offshore rigs, logging camps, and mines 
(iron, bauxite, copper, tin, gems, gold, 
and silver). 


Resort 
Bungalows, cheap hotels, hotels, luxury hotels, 
pools, spas, gaming areas, tennis 
courts, casinos, and 
beach sites. 


a tourist attraction? The 
Magic 8-Ball says... most 
decidedly so! 


ics, than any other builder he is aware of. "It's 
sort of like SimCity done at a tighter scale, 
where each building matters. This style of game 
has been popular in Europe for years (the 
Settlers series, 1602 A.D.), but because of poor 
marketing, and sometimes dated graphics, the 
European hit games haven't succeeded here. 
Tropico will have state-of-the-art graphics and 
great gameplay, and hopefully should intro- 
duce a lot of American gamers to people-ori- 
ented builders." 

Tropico is a title what will ask you three basic 
questions: What do you build? When do you 
build it? And where do you place the building? 
There are numerous checks and balances in the 
game, but the main constraint is money. "You 
start off with some basic income,” explains 
Steinmeyer. “You might have a minimal tourist 
trade and maybe some foreign aid coming in. 
But you'll have to build up your island's econo- 
my to expand your income." 

So what do you build? Your people need 
housing, so that's always a good start. But 
what about commerce? You'll need an indus- 
trial base to keep your people employed. 
Food? Better build some farms. Maybe you 
could boost your tourist industry by building a 
luxury hotel? You'll need ports to export your 
goods. Tropico promises to be a classic strate- 
gy game of benefits and tradeoffs, and each 
fledgling dictator will have to fine-tune the 


From bus stops to bordellos, all the 
necessities of a tropical empire are 
yours to allocate: 


J77 Could this be considered 


Entertainment 

Pubs, night clubs, restaurants, gourmet 
restaurants, souvenir shops, sports 
complexes, newspapers, radio stations, 
TV stations, and bordellos. 


Infrastructure 
Docks, ports, airports, bus stops, taxi stands, 
truck depots, power plants, electric substa- 
tions, and marinas. 


Military 

Guard stations, barracks, mess halls, 
command centers, armories, foreign military 
bases, military police stations, and secret 
police headquarters. 


Government 

Palace (you'll start with this), a fortified 
palace, a capitol building, customs, 
embassies, and prisons. 


Human Services 

Health clinics, hospitals, emergency shelters, 
marketplaces, banks, chapels, churches, _ 
cathedrals, high schools, and colleges. 


Landscape 

Fountains, small gardens, trails, archeologi- 
cal sites, plazas, statues, scenic outlooks, and 
golf courses. 


decision-making process based on situation 
and leadership style. 

When do you build it? If your crime rate is 
high, it’s probably a good idea to wait on 
expanding your tourist trade. By the same 
token, if civil unrest is high, one solution is to 
build a secret police headquarters. Building a 
tobacco farm might be a good way to generate 
some cash, but your people can’t eat cigars. 
Maybe corn would be a better idea. 

Where do you build? Now this might be the 
most subtle aspect of Tropico. As Steinmeyer 
explains, “Buildings affect the environment in 
two ways. First, people will interact with a build- 
ing consistent with its function. If you build a 
factory, people will go there to work. If you build 
a pub, they will go there for entertainment. 
That's all easy and intuitive to understand. 

"Second, each building has an ‘aura’ associat- 
ed with it that emanates outward. We're current- 
ly planning on six types of auras that a building 
might have, each of which can have an impact 
on the island and the people. The auras we're 
planning on using are crime, tourist appeal, resi- 
dential appeal, governmental respect, govern- 
mental repression, and pollution." He noted that 
a building like a brothel might have both tourist 
appeal and crime associated with it. 

The only structures your people will build on 
their own are shanties, if they have nowhere 
else to live. You can bet that their happiness 


J Every island needs a casino, especially one 


with golden camels in front. 


J Just a few cuts above a Motel 6, ЕЁ 
eh? Luxury hotels can really attract the 
big spenders. 3 x" 


levels will drop if you fail to provide adequate 
housing and force them to live in lean-tos. 

After you build, many structures can be 
modified in ways that will affect your popula- 
tion. For example, after you build an airport 
you have an option to set a terminal fee. If you 
do so, the airport will generate more money. 
However, your tourism trade will take a hit— 
tourists like bargains. You can build a gourmet 
restaurant and then turn it into a wine club. 
This will boost the morale of the rich (an impor- 
tant faction to pacify) and make them like you 
better. If you allow a Longshoreman's Union at 
your port, your port workers will be more 
expensive, but you will receive a boost in 
export monies. PopTop is planning on includ- 
ing a wide and diverse collection of building 
choices for you to explore. 


Rancho Deluxe 

The resource tree in Tropico is simple; it con- 
sists of money and people. You need money to 
build new structures (you can't build on cred- 
it) and you need people to work in the struc- 
tures you build. 

Beyond that, you'll need to take advantage 
of natural and agricultural resources. Your 
island paradise will support a variety of crops, 
some suitable for food and some (such as 
tobacco) for export. The lure of foreign money 
can be a trap, though—your people will need to 
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eat, so the cash crops may have to take a back 
seat for a while. 

You'll also be able to mine a variety of min- 
erals and metals. These can be exported as raw 
materials, or refined in local factories to be sold 
for even higher profits. 

The final, and far more nebulous resource, is 
time. Steinmeyer explains how this factors in. 
"Things take time. Educating workers, building 
new buildings, operating your farms and facto- 
ries, all take time. Even if you have unlimited 
resources, you still have to wait for things to be 
built." Once again, planning will be important. 
Don't wait too long to start building those mili- 
tary outposts, or the rebels may become far 
more than just a nuisance! 


Yes My Job 

Perhaps the most fascinating aspect of Tropico 
is its growing population. You'll start a game 
with approximately 20 people on your island, 
but by a scenario’s end, you may have as many 
as 500. All of these citizens will go about their 
daily lives without any direct intervention on 
your part. And their lives can be a visual 


delight, too. Professors look appropriately 
nutty, teamsters look like they’re ready to 
knock off for a beer (or knock off your head), 
the ladies practicing the world’s oldest profes- 
sion look steamy and sultry, and so on. Artist 
David Deen has carefully crafted the look of the 
populace. “I want the characters to be natural- 
istic, with a touch of humor. They should feel 
like real people seen through the eyes of a car- 
toonist, with just enough personality to lighten 
the political mood.” 

Each person is an individual with over 40 
unit attributes that will determine his or her 
motivations. These variables include the per- 
son’s background (where he or she was born, 
educational level, economic environment in 
which he or she grew up) and the person’s cur- 
rent status (whether he or she has adequate 
food, shelter, money, employment, entertain- 
ment, and more). Other attributes include over- 
all happiness, happiness with your regime, like- 
lihood of revolt, political liberty, place of 
upbringing, leadership, salary, job happiness, 
and much more. You'll be able to click ona 
person to check a lot of their attributes, 
although some factors will probably remain 
hidden and nebulous... just like life. 

With over 40 different attributes to track, 
maintaining a happy population might seem 


like a daunting, impossible task. Not all attrib- 
utes will be equal, though. "The two most 
important elements that players will want to 
focus on are the person's job, which determines 
how valuable he is to the economy, and the 
person's happiness, which determines how like- 
ly he is to rebel," says Steinmeyer. As long as 
these two aspects are carefully watched and 
guided, everything else should be gravy. 

Another vital factor to balance will be the 
educational level of your people. If citizens are 
not adequately educated, they will not be able 
to perform some important jobs—grade schools, 
after all, don't tum out many doctors. On the 
other hand, university graduates will want jobs 
commensurate with their educational level, and 
if your economy doesn't supply those jobs, 
they'll be forced into jobs they don't want and 
their happiness levels will drop. Some might 
even emigrate to foreign countries where the 
opportunities are better. 

Jobs are classified into three educational cat- 
egories: uneducated, high school, and college. 
Dockworkers, farmers, miners, prostitutes, and 


` Happiness 


Here’s what makes your 
Tropico people happy, 
in order of importance: 


Food 
Shelter 
Job 


Political liberty (freedom of speech and 
the ability to cast a meaningful vote) 


Health and adequate medical care 


Safety from physical threats (natural 
disasters, crime, rebels) 


Money (in particular, whether a 
person’s job pays well) 


Financial equality (where nearby people 
aren't making more money) 


Entertainment 
Religion 


The absence of a single element can cause 
unrest. If several are missing, the affected 
people will be even more likely to rebel. 
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other (admittedly vital) basic workers can get 
by without any formal schooling. Shopkeepers, 
teachers, and priests, though, need at least а 
high school education. College-level workers 
include generals, bishops, bankers, doctors, 
and journalists. 

Workers are also ranked by their skill levels 
in any given job. They start off with a skill level 
of zero, but can work up to level five. The more 
skilled they are in their jobs, the more produc- 
tive they will be. A stable economy will help in 
this regard. If your economy fluctuates and too 
many workers flood one kind of industry, some 
seasoned pros will be forced to switch jobs and 
start over with a skill level of zero. 

Now, employment is the siren song of life, so 
don't worry about empty, echoing offices and 


silent factories. If you build an industry and 
lack workers for it (say, for example, a new 
hospital which has no local doctors), foreign 
workers can come to fill those slots. They're a 
bit of a problem, though—imported employees 
cost more and are more unstable politically. 

A better staffing option is to find workers the 
old fashioned way—get your people busy 
"makin' bacon" as the saying goes, and pro- 
duce some babies. If the population is well fed, 
sheltered, and happy, you'll experience a baby 
boom. Tropico citizens go through a normal life 
cycle, and you'll see them as children, then stu- 
dents and workers, and eventually retirees. 

Finally, to back up your governmental strat- 
egy (and dictatorial whims), you'll be able to 
take some direct actions against your citizens. 


It takes all kinds to make a country. Here 
are some of your would-be citizens. 


Miner 


Rebel 


Doctor 


Fisherman _ ute 


Laborer 


Bishop 


Professor Soldier 


Teacher Farmer 


Teamster Journalist 
4 
У 
Tourist Mother 


For instance, you can order your police (or 
other appropriate agent) to deport, spy upon, 
arrest, shoot, bribe, or brand as a heretic а 
troublesome person. If successful, you will inca- 
pacitate the targeted individual. The drawback, 
of course, is that your action will likely stir up. 
resentment among the people, but what's a lit- 
tle unrest to a true leader like yourself? їп addi- 
tion to taking police action, you'll also be able 
to spend that government money and issue 
important edicts (see Edicts sidebar). 


Everybody's Got a Cousin in Miami 
Uneasy lies the head that wears the crown, or in 
Tropico's case, the military fatigues. As a player 
your most difficult task will be staying in power. 
When the game begins, your grasp of power will 
be, shall we say, a bit slippery. Steinmeyer 
explains, "Many factions exist within your 
island's population. If you annoy one or more of 
them too much, they may attempt to throw you 
out of power via an election, rebellion, coup d'e- 
tat, and so on. To make things even harder on 
the player, many of the factions will have oppos- 
ing goals. For example, the wealthy will want to 
be much wealthier than the peasants, and the 
peasants resent people who have a lot more than 
they do. It won't be easy to please all factions." 

The various political factions are derived 
from the individual worker traits. Some of the 
factions that will make an appearance in your 
population include the following: 


The peasants. These uneducated workers 
want food and housing and resent the rich. 
Displeasing them will lower productivity and 
might lead to a rise in rebel activity or even а 
popular uprising. 

The rich. These college-educated people 
want low taxes, a good business climate, and 
safe streets. Displeasing them will hurt your 
economy, cause some to leave the country, 
and might even spur them into funding a 
political rival. 

The military. This group wants high wages 
and prestige for the army. They distrust the 
peasants. Make them unhappy and they may 
stage a coup d'etat. 

The clergy. They want to see a lot of churches 
built. They resent foreign contact with nations 
that have different religious views and are sus- 
picious of the rich. If you don't stay on their 
good side, they may condemn your leadership 
and hurt your standing with the peasants. 

The expatriates. These are the foreign busi- 
nessmen living on your island. They want liber- 
al trade policies and smooth foreign relations. 
Displease them and your foreign trade and 
economy might suffer, and they might even 
sponsor a foreign coup d'etat. 

But just as in real life, citizens in Tropico are 
fairly complex. One person may fall into sever- 
al different categories—an expatriate might also 
be rich, for example. 

One of the chief difficulties of government is 
trying to please your people. A Latin American 
Lincoln might have said, "You can't please all the 
people all of the time, although you'll wish like 
crazy that you could." Steinmeyer elaborates on 
this unique challenge in Tropico. "Ideally, you'll 
please all the people and they'll all love you. In 
fact, the better you do at building and running 
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: restaurants to keep those 
lars flowing into your country. 


your country, the more money you'll have to go 
around, and people will be generally happier. 
However, it's almost impossible to please every- 
one. Even if your country is prosperous, the suc- 
cess of a few will cause resentment and envy 
among those on the bottom of the ladder. If you 
spread the wealth equally, those classes who are 
normally considered 'elite' (doctors, professors, 
generals), will resent their lack of status. You 
don't want resentful generals. So it all boils 
down to a balancing game." 

How will players gauge how their people feel 
about the government? "You can always click 
on a person to see his or her happiness level," 
says Steinmeyer, "But there's also a window 
that monitors the political feeling of the nation. 
Through that you can drill down to various 
political subgroups." Moreover, if the situation 
worsens, a disenchanted group will begin to 
communicate with you through dialogs with its 
representative, and you'll see that group's pro- 
ductivity drop. "Finally, your on-screen advisor 
will warn you of the possibility of a coup or 
uprising, and if you can't effectively defuse the 
crisis, it will occur." 


Vf It All Falls Down 

Ah, there's nothing like the smell of burning 
resentment and smoldering anger. And when 
conditions get too bad in your Latin American 
wonderland, there’s only one possible out- 
come—revolt! And uprisings may be started 
by any of four different groups: the people, 
the army, the Church, or the rebels. “There has 
to be a significant amount of unrest in a group 
for an uprising to start,” explains Steinmeyer. 
“The group will also need at least one leader to 
launch the uprising, and the uprising must 
have a reasonable chance of success.” He also 
noted that foreign powers and your own upper 
class can fund rebellions, so don’t just focus 
on the muttering peasants. 

When an uprising occurs, your people will 
begin to choose sides. Some may join the 
uprising, others will remain loyal to you, and 
the wise ones will opt for neutrality and hide 
out in their cellars. Marching rebels may try to 
seize an armory and arm themselves, or seize TV 
and radio stations to increase their support. 

Eventually, the rebels will march on your 
palace, and you can watch the battle unfold. 
"There is no real-time combat mode like you'd 
see ina game like Command and Conquer,” 
says Steinmeyer. “The battle simply resolves 


~~ left] It may not be environmentally friendly, but it brings in the pesos. 
_ [below] Everybody's got to eat. Your farmers can grow a variety of crops. 


Edicts 
and Leaders 


Assistant Designer Franz Felsl is a huge 
Master of Magic fan, and he’s worked a bit 
of that title's magic into Tropico in several 
different ways. 

“Just as the type of wizard you play in 
Master of Magic affects everything in the 
game, the attributes you select for your 
leader influence the entire game,” says Felsl. 
“If you were good with nature magic in 
Master of Magic, in Tropico you might be 
good with the criminal element or religious 
factions. By changing a few things about the 
character you create, you change the way the 
game plays. It gives the players more knobs 
to turn to change the gameplay experience. 

“Edicts are more like spells. They influence 
the reaction of people in the world. They 
change the pace of the game by invoking 
changes through the people. Examples of 
edicts, which usually cost money, might be a 
Papal visit or sensitivity training for the 
army (which will make the people like them 
better, but makes them a bit less effective as 
fighters). You might issue an edict for a con- 
traception ban that allows increased birth 
rate, although you'll need to be in good with 
the Church for this to work. Other edicts 
might be an All Saints Feast or Carnival or 
creating a slush fund. Most edicts you issue 
as a dictator have to funneled through a 
leader of a faction group, so you'll need to 
be on that faction's good side." m 


itself without direct intervention from you. 
Soldiers and armed individuals count for much 
more than unarmed people, and they also get a 
bonus for defending the palace." 

If the uprising succeeds, you're out. If it fails, 
you'll haul the leaders off to jail or watch some 
of them become rebels and head for the hills. 

You might also be voted out of power during 
an election if you have chosen to offer your 
(fickle and ungrateful) people democracy. In 
this sad case, you can declare martial law and 
void the election, although this will cause an 
immediate uprising. (Your only hope to cling to 
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power after such a declaration is in the loyalty 
of your army—treat them well!) 

You'll have an idea of your chances in an elec- 
tion by checking your political popularity. "It's 
the summation of the feelings of the people on 
the island," explains Steinmeyer. "If there are 50 
people and 30 of them like you, then you have an 
approval rating of 60%. Popular approval is only 
part of the picture, though. You need to be popu- 
lar with the important subgroups. For example, if 
all five soldiers are among the twenty people who 
disapprove of your government, then you run a 
strong chance of a coup d'etat.” The attributes of 
individuals within each subgroup will also be 
important. "Individuals take actions as they see 
fit. If all five soldiers are uncharismatic cowards, 
you may be safe. If one is a brave, charismatic 
guy, though, he will probably be the one who 
leads a coup attempt." 


Fins 

Of course, no island is an... um... island, and so 
Tropico also models external politics, at least to 
some extent. To establish contact with a foreign 
power (either the U.S. or Russia), you'll need to 
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The tourist trade is an interesting aspect of 
Tropico. Each tourist will have built-in logic 
that rates his or her stay on your island, and 
this will be added to a pool of numbers that | 
are crunched to determine just how attrac- | 
tive your country is to the tourist trade. 
Things like:cost, attractions, and crime will 

all factor in. You can juggle your hotel prices 
if you see that your trade is flagging or if 
your rooms are constantly full. Build casinos 
and restaurants and other attractions to beef 
up your tourist trade, but be careful where 
you place them. Hotels and other buildings 
do better with shrewd placements. Build 

your hotels with a nice view of the beach 

and the forest. Build your factories on the 
other side of the mountain so the pollution 
doesn’t ‘bother the Yankee tourists. 

. Finally, build some golf courses. Tropico 
comes with a small game within the game—a 
golf course designer. You can lay out your 
holes, place tee-boxes, and more. No, it's not 
a full-fledged course tool like 2 you'd get in 
Jack Nicklaus olm but it does look like fun. m 


build a foreign ministry. As you might guess, it 
would be a challenging task to remain on good 
terms with both of these superpowers. 

Benefits of friendly relations, though, include 
better prices for trade goods, possible money 
grants or loans, possible military and political 
support, and access to higher level buildings 
that you couldn't build otherwise. Hostile rela- 
tions will result in less appealing actions—trade 
embargoes, funding of opposition groups, and 
possible support for a coup d'etat. 

So how do you get on a superpower's good 
side? Establish that foreign ministry, trade with 
them, have a government style similar to theirs, 
and possibly let them build a military base on 
your island. 

You'll alienate a superpower by establishing 
an opposing political system in your country and 
by befriending their rival, but hey, better to be 
on somebody's good side than nobody's, right? 


Living aud Dying iv 3/4 Time 
Tropico will offer several difficulty levels and a 
host of scenarios with specific goals. At the eas- 
iest level, you may never actually lose a game if 
you manage to stay in power. You can just 
build up your island. Harder levels may require 
you to satisfy certain goals within a limited 
timeframe. Possible victory conditions might be 
reaching a certain population or happiness 
level, amassing a wad of money into a Swiss 
bank account, becoming head of all the islands 
(a sort of United Nations President), and more. 


| Defeat rears its mocking head if your govern- 


ment is unseated via a coup, rebellion or elec- 
tion, or if time runs out in the scenario you are 
playing. 

Some scenarios will be based on real-world 
countries or situations. One likely possibility 
would be Cuba in 1958—you've just seized power 
and now you have to remain in control for 40 
years. Difficulties in a scenario like this would be a 
hostile U.S. and a lack of a tourist trade. 

But Tropico isn't all day-to-day fascist grind 
or democratic struggle. Once every game year 
you'll have a grand presentation, and appear on 
the balcony of your palace to view your (hope- 
fully adoring) population. Every citizen of your 
island will be shown, along with the major 
buildings of your capitol. Your people's attitude 
will be visually reflected, and you can select the 
topic of your annual New Year's Day speech, 
which will have a short-term effect on your peo- 
ple's morale and attitudes. 

And not all would-be dictators are the same. 
When you start a game, you'll set up your alter- 


ego by going through a checklist of character 
traits. Here, you can choose your background 
(farmer, dissident, army officer, leftist author, 
and so on), your character flaws (womanizing, 
excessive drinking, or other "minor peccadil- 
loes”), your good points (war hero, good 
administrator, et al), and how you gained 
power (election, if you're feeling generous, coup 
d'etat if you want the power all for yourself). 
Each of these character traits will confer some 
type of bonus or penalty to your new regime. 

The timeframe of each scenario will start 
around 1955 and last approximately 40 years, 
although PopTop may also include options to 
designate successors to allow players to play for 
longer periods, even infinitely. 


Banana Republics 

Tropico has all the earmarks of a hit strategy 
game. It’s lighthearted in its portrayal of Latin 
American politics, yet offers a deep series of 
checks and balances for players to fiddle with 
as they try to build up their island's economy. 
Graphically, it promises to be at or near the top 
of the pack. Randomized maps will offer a 
good deal of replay value. So what are the 
potential pitfalls? 

Our chief concern is the one area that many 
developers seem to have the most trouble get- 
ting right—the artificial intelligence. Tropico is 
really putting a lot of pressure on its designers 
at PopTop. The people in the game need to 
behave with a believable level of intelligence for 
the game to be both challenging and a good 
depiction of a banana republic in operation. 

Game balance is also essential, as this is the 
critical feature of any strategy game. Assistant 
designer Franz Felsl stresses that PopTop is well 
aware of the need. “We are continually fighting 
the detail vs. ease of play battle. Currently the 
ease of play side seems to be getting the upper 
hand, though it’s probably due to a rather 
hefty initial detail push. Wheat side or rice side? 
Great taste or less filling? These are problems 
that face us on a daily basis.” 

Tropico should arrive later this year, and 
promises to be a burst of Caribbean sunshine in 
the midst of winter. Brush up on your Spanish 
and read those biographies of Castro. A unique 
gaming experience awaits. m 
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am here's no denying the appeal of creating civilizations and conquering 
j the world. The best world conquering games—from Civilization to 
: Alpha Centauri to Seven Kingdoms—allow us all to get in touch with our 
inner megalomaniac while letting us exercise one of our lesser-used gam- 


ing organs (that would be the brain, you perv). 


The majority of the games in this genre have 
been classic turn-based games. However, in 
the last few years, one newcomer seemed 
poised to be the real-time equivalent— 
Ensemble Studios' Age of Empires. Oversold 
somewhat by an zealous press (including us) 
as a marriage of Sid Meier's Civilization and 
Warcraft, it definitely was closer to the latter in 
feel, even if it did have some of the trappings 
of the former. While it's still a fantastic game 
(of course its sequel is even better), those look- 
ing for a more, for lack of a better term, "epic" 
game were left wanting. 

Enter Stainless Steel Studios' Empire Earth, 
which takes the scope and timescale of Sid 
Meier’s legendary turn-based Civilization 
(minus most of the complex city management 
ahd economy) and merges it with the game- 
play mechanics of Blizzard's classic real-time 
Warcraft II (plus all of the more modern conve- 
niences). While many games from many com- 
panies make these sorts of claims, there’s one 
thing about Empire Earth to makes you stand 
up and take notice: Rick Goodman. 

You may not recognize the name, but he was 
the co-founder of Ensemble Studios and the 
Lead Designer for Age of Empires. Shortly after 
that game was completed, he left Ensemble to 
found Stainless Steel Studios. Obviously he has- 
n't lost the taste for strategy games. 

“With Empire Earth,” he says, "we're creating 
a good old-fashioned Civilization-style real- 
time strategy game.” 


Of course few games have really attempted the 
broad scale of Civilization in a conventiona 
real-time strategy-style setting. The Age of 
Empires games focused on smaller parts of his- 
tory and while Seven Kingdoms expanded the 
economic management of most real-time strat- 
egy games, its combat was simplistic and its 
setting fantastical. 

Civilization was able to overcome what is, in 
reality, an incredibly complex design by 
being turn-based. Being real-time forces a 
simplified and more streamlined game design. 
But Goodman doesn’t necessarily think this is 
a bad thing. “Games can be simple and still 
provide incredible depth and challenge,” he 


says. “This is actually one of the most impor- 
tant ingredients of our version of the magic 
elixir of game design.” 

They’re also trying for a broad appeal. “We 
want Empire Earth to appeal to those hardcore 
gamers who have Totally-Conquered-every- 
Empire-that-has-ever-Reigned,” Goodman says 
laughing. “At the same time, it is so simple that 
gamers who have never before played a strate- 
gy game will be able to get started right away 
without a manual.” 

As with Civilization, Empire Earth aims for an 
epic feel, covering over 500,000 years of history 
(or at least alternative histories). It’s the game's 
tie to history that may serve as a draw for larger 
numbers of gamers than the usual fantasy and 
science-fiction settings. While the hardcore are 
comfortable with those genres, the kind of peo- 
ple that tum a mediocre-seller into an Age of 
Empires-sized hit wouldn't necessarily know an 
orc from a goblin. (Games from Blizzard defy any 
and all generalities like this; at this point, they 
could sell a million copies of an empty box.) 

But that’s not the only reason Goodman chose 
a historical setting for the game. “I love history,” 
he says, though he admits he did not like it as 
much in school. "I recently went back and 
looked over my eighth grade social studies text 
book; unfortunately, it was just as uninteresting 
as | remembered it to bel" But he also thinks his- 
tory is inherently interesting and exciting, with 
one qualification: "if presented correctly." 

While Empire Earth isn't necessarily histori- 
cally accurate, you still get that historical flavor 
from the game. Playing it, even in its early 
stages (it was about 50% complete at the time 
this article was written), it's clear the game 
shares much with the prototypical empire- 
building strategy games. It follows the stan- 
dard tried-and-true real-time strategy proto- 
cols established by (take your pick) Dune Il, 
Command & Conquer and/or WarCraft. Using a 
simple point-and-click interface, you start with 
a small band of nomadic cave dwellers and, as 
with other games of its ilk, build a base or 
town, collect resources, research new technolo- 
gies, explore the map, produce military units of 
(slightly less than) mass destruction, discover 
other civilizations, and then kill them. Heat until 
boiling. Stir. Wash. Rinse. Repeat ad infinitum. 


Over the course of the (full campaign) game, 
you can eventually pass through 12 different 
epochs of human history: the Paleolithic, Stone, 
Copper, Bronze, Dark, Middle, Renaissance, 
Imperial, Industrial, Atomic, Information and 
Nano Ages. As with most of these types of 
games, players need to balance economic and 
military considerations. According to Goodman, 
Empire Earth will provide many challenges in 
both areas. "Economically, maps are large and 
there are more types of technologies and 
resources and animals in the world,” he says. 
"Militarily, there are many units and thousands 
of individual unit upgrades to be purchased." 

In the single-player game, you will be able to 
play campaigns and individual scenarios. The 
design currently calls for over 30 scenarios in 
three campaigns, which can be played either solo 
or in cooperative multiplayer. They will all be 
based on historical and mythological events. The 
game will also include a series of training scenar- 
ios that will take players through a chronological 
tour of history. Each will focus on individual 
units, such as learning to fly the B-17 or one new 
aspect of game play, such as the introduction of 
heroes or dealing with calamities. 

The campaigns will be somewhat dynamic, 
in that units will carry over from scenario to 
scenario. However, many of the individual sce- 
narios will, like many competitors, have you 
starting with established bases and have to 
complete some task, such as retrieving a certain 
item, in order to “win” the scenario. If you 
choose a historical campaign, you will have an 
opportunity to replay many of the most famous 
conflicts throughout time, from pre-civilization 
through the Punic Wars, the defeat of the 
Spanish Armada, Napoleon’s conquests and, of 
course, WWII. The game even extends into the 
future (the Nano Age), giving you Mech-like 
robots and strange flying units to control. 

Also, as with Age of Empires, you can play 
“deathmatch” battles against Al opponents or 
other humans (via multiplayer, either directly 
or via publisher Sierra's WON. net) on random 
maps. There will be multiple paths to victory, 
which can be decided at startup. Conquest will 
be the obvious way, but you'll also be able to 
construct wonders; for longer games, a player 


COMPUTER GAMES * JUNE 2000 


л 


may have to construct more than one of the 
dozen planned for the game, each of which also 
gives players certain bonuses. 

Empire Earth will also include a full-blown 
scenario editor, allowing you to create your own 
maps (with lots of elevation tools) that feature 
multiple types of terrain (you can mix desert, 
grass and snow in whatever way you like). It's 
already functional in the build used for this arti- 
cle, and is simple to use (and integrated into the 
main game, not a separate program). 


Civilizations and units 

Unlike the unique races of StarCraft, or even the 
unique unit and technology tree per civilization 
in Age of Empires, Empire Earth gives every civi- 
lization access to the same pool of units and 
upgrades. "We allow the player to make more 
decisions about pursuing their own path to vic- 
tory," says Goodman. "This includes allowing 
all players to take advantage of a plethora of 
historical unit types and devise their own pre- 
ferred unit combinations.” 


Maceman 


Battles in the past (watch out for the giraffes)... 


However, each civilization will be defined by 
100 different attributes, all of which affect how 
they will perform in the game. Stainless Steel 
Studios plans on shipping 12 pre-built historical 
civilizations—the usual suspects such as the 
Greeks, French, Germans, Spanish, etc.—but in 
role-playing fashion, players will be able to 
build races that suit their playing style; you 
may enhance your ability to build empires or to 
conquer empires. And during the course of the 
game, as you move through the various epochs, 
you will receive extra "Evolution points" you 
can apply to your civilization and further its 
development. Goodman likens it to crafting 
your own deck of cards in Magic the Gathering. 
"For everyone who has ever wished they could 
design from scratch and compete with their 
own civilization," he says, “Empire Earth finally 
provides you with that opportunity.” 

The game will include somewhere around 
150 different units, with all being accessible to 
every civilization (assuming, of course, you're 
in the proper epoch). But you won't necessarily 


The game's epic scope gives you the possibil- 
ity of weird battles like this. 


[left] Siege attacks never looked so good. 


be fighting identical units; most can be 
upgraded—some with as many as 10 different 
attributes, such as attack strength and armor— 
which will add to the perceived variety. 
Interface wise, unit upgrades are handled more 
logically than they are in Age of Empires; you 
don't need to, say, click on a certain building 
in order to upgrade. Instead, merely selecting 
the unit gives you access to the menu for its 
upgrades (and their requirements). "We cur- 
rently have 2,500 weapon upgrades,” says 
Goodman. "Nevertheless, mastering these 
thousands of technology upgrades is easier 
than learning the 75 node technology tree for 
Age of Empires. 

As you'd expect, the sheer diversity of units 
is mind-boggling, ranging from early dawn- 
of-man style stick-wielding cavemen and prim- 
itive ships (with guys that throw rocks from the 
decks), all the way through modern land, sea 
and air units such as tanks, aircraft carriers, F- 
15 fighter jets and futuristic Mech-like vehicles. 
One of the more bizarre sights of games like 
Civilization are the one-sided battles between 
civilizations with radically different technologi- 
cal levels, and you'll definitely get that with 
Empire Earth. You can potentially end up with 


ive 


... in the present... 


... and in the future. 


the bizarre sight of bowmen fighting alongside 
tanks while taking on armies of stick-wielding 
cavemen and mechanized robots. 

The middle epochs, as always, provide some 
of the most interesting weaponry, from land- 
locked Royal Cuirassiers to majestic triremes on 
the sea. The game also includes the usual com- 
plement of ranged and siege weaponry—from 
trebuchets to battering rams—but adds siege 
towers, which allow you to drop men inside the 
enemy compound. You will have to learn to 
handle revolts and uprisings as well as deal 
with religion, in the form of Age of Empires- 
style priests trying to convert your units. 

You will also be able to “build” heroes, 
which are specific to their epoch. Each hero 
generates some influence on either military 
performance or production. For example, get- 
ting Napoleon during the Imperial epoch will 
give you units a boost, while having Churchill 
during the Industrial epoch will boost your pro- 
duction on the home front. Other heroes include 
Gilgamesh, Sargon, Hannibal, Charlemagne, 
Alexander the Great, William the Conqueror, 
Richard the Lionhearted, Julius Caesar, Queen 
Elizabeth | and such modern figures as Patton 
and Rommel. And in the future, we'll have a 
different kind of hero, one that speaks to the 
media saturated world, one with a hunk a hunk 
of burnin’ love for everyone... 


Population controls 

The original Age of Empires took a lot of heat by 
limiting users to creating 50 units. Having 
learned that lesson, Goodman is planning on 
having no real limit to the number of units for 
Empire Earth. As any Total Annihilation 
Kingdoms players will tell you, there will be 
limits to the number of polygonal units you'll 
want to have onscreen. Goodman says they’d 
ideally like to see no more than 50 visible units 
due to issues with performance, but they won't 
really be able to control this. 


Watch out for the mechanical spiders! 


The scenario designer will determine the unit 
cap ina fixed scenario, while people playing a 
single- or multiplayer “deathmatch” -style 
game will be able to manually set it to whatever 
number best fits the style of the players or the 
size of the map. In one interesting twist, the cap 
is game-based, as opposed to player-based. 
For example, if you specify an overall cap of 
800 units for a game with eight sides (either 
computer or human controlled), there will be a 
limit of 100 per player; however, if four sides 
drop out, the remaining players will have their 
caps increased to 200 units. 


The nuts and bolts 

The game has the usual resource gathering— 
gold, ore, wood and food—but as you enter the 
more “modern” epochs, a new resource will be 
introduced, petroleum. You'll need to create oil 
fields to keep your war machine going, as each 
unit will consume some of that precious, pre- 
cious fluid. If you run out, however, everything 
won't come to a screeching half; while perhaps 
more realistic, it wouldn't make for a particu- 
larly compelling game. Instead, units will move 
considerably slower (they're no longer "well- 
oiled" machines... ugh). 

The game will include building queues, but 
they're independent of any specific task; that 
is, you're not limited to X units queued at once, 
or X construction options. Instead (and not 
entirely unlike The Sims) they go into a com- 
mon queue. And you can issue these orders, in 
single-player, while the game is paused. 

One feature that may generate some contro- 
versy is the ability for military units to take 
captive other military units in combat and 
putting them to work, effectively enslaving 
them. "The value of a human life was virtually 
worthless," Goodman says, pointing out that in 
some Ancient Greek cities slave populations 
actually outnumbered the free citizens. "One 
historical reference book lists the price of com- 


mon commodities in ancient times (1400 BC). 
According to the book a merchant could trade 
one donkey for three slaves!" 

Goodman is quick to point out that its inclu- 
Sion does not condone the practice; rather, it's 
representing an unfortunate facet of human 
civilization, one that was (and still is, to some 
extent) a widely pervasive practice since the 
beginning of recorded history. "Being a game 
designer, it is not my desire to teach history or 
to pass judgment on it," he says. 


Technology of the Empires 
Unlike other competing products, Stainless 
Steel Studios is not moving into full navigable 
3D worlds. The terrain system is similar to 
what's found in Total Annihilation and Railroad 
Tycoon Il; while the terrain is 3D, and has an 
underlying mesh of polygons below its surface, 
it doesn’t rotate. However, you can zoom in 
and out freely with little loss of ground detail 
(and the units look fantastic up close). "We 
intend to leverage technology only to the 
extent that it makes game play more fun,” says 
Goodman. "If gamers tell us that rotating the 
camera makes gameplay a lot more fun, then, 
by gosh, we will do it!" 

Of course rotating a camera isn't inherently 
fun—cool, yes, but fun, no—and it often pre- 
sents more trouble in a real-time game than its 
worth. With games like StarCraft, you always 
have the best view of the unfolding action 
because the designers knew the direction you'd 
be viewing things. However, games like Myth 
force you to spin around and look for the best 
angle. This can embellish gameplay and 
increase drama, but more often than not, it just 
becomes a nuisance. 

Perhaps more importantly, a lack of rotation 
should keep the system requirements from shoot- 
ing into the stratosphere. Consider this, though: 
looking at the best seller lists for 1999, the biggest 
strategy games were RollerCoaster Tycoon, 


Zooming in retains most of the terrific graphic detail. 
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You emerge from the chaos to lead your troops of loyal samurai іп a brutal quest to unite the country. = * 
Do you have what it takes to master the Art of War and become supreme ruler of the land? Do you have what it = 

takes to become Shogun? Engage enemy warlords in the largest real-time conflicts ever as vast armies collide 3 e 
on the battlefields of feudal Japan. Deploy spies, emissaries, and the beautiful geisha to cunningly outwit your 


opponents while maintaining a web of diplomatic alliances. Manage your resources as you recruit, train and fund 
an army while maintaining your lands and researching new technologies. 


This is strategy gaming at its most challenging. This is Total War! 


[ oscar] 
Sssemmv 
© 2000 Electronic Arts, Inc. 


Shogun: Total War and the Total War logo are trademarks of Dreamtime Interactive 


. All rights reserved. 
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SimCity 3000, Age of Empires II, Sid Meier's Alpha 
Centauri, Heroes of Might and Magic III and even 
StarCraft. None pushed the technological enve- 
lope and all had reasonable system requirements. 
There hasn't been a single fully 3D strategy game 
that's made much of a dent with the public, even 
the vaunted Homeworld. 

"Nothing is more important to me than 
gameplay," explains Goodman. "| wake up 
thinking about game play and go to bed think- 
ing about gameplay. And in between, | think 
about gameplay. | make no compromises or 
apologies for this. | believe that this is one of 
the most important factors in providing Age of 
Empires with such a strong following.” 


However, it's not like we're talking about a low- 
tech game. It will require a 3D accelerator, as it 
uses polygonal units and buildings (the build- 
ings in the build used for this article featured 
2D sprite buildings, which will be replaced). By 
going to 3D units, they're able to use dynamic 
lighting (the units all cast shadows properly 
based on the time of day) and show some extra 
graphic flash in combat while retaining much of 
the ground detail found in standard 2D games 
like Age of Empires. 

As with most of the competition, the game 
has proper fog-of-war and takes into 


account line-of-sight. The terrain affects 
movement speed and grants bonuses and 
penalties in combat. The game has a physics 
system that controls projectiles and causes 
planes and vehicles to move realistically 
across the terrain. This is one enormous 
advantage of polygonal units—they can 
rotate freely and have subtle animation 
changes generated on the fly as opposed to 
needing to be pre-animated. 

While many of the effects in our build of the 
game are placeholder (the sound, in particular, 
features really funny temporary sound effects; 
when ordering units, they answer as Ren of Ren 
& Stimpy “What is it, man?"), the game's visu- 


| als already look superb. It definitely has that 


Age of Empires feel, with tons of little details 
like citizens attacking the fully animated wild 
animals, horses rearing back and throwing their 
riders and pieces from various vehicles flying in 
all directions after being destroyed. 

As with the unit selection, the sheer diversity 
of the graphic styles in the game is impressive. 
As with other games, the building architecture 
and certain units (mainly Citizens) change as 
you progress through the epochs. 


Before anyone gets too worked up over the 
descriptions of Empire Earth, just keep one 


>>? The Age of Sail never looked so good. Note the reflections on the water, and how the sinking ship goes 


underwater. Very cool. 
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>>? The ships look particularly fabulous. 


3?? [left] Here comes the air support (yes, the 
vehicles are not scaled properly). 


thing in mind; it's not scheduled for release 

until early 2001. All that exists today is a 

working engine, lots of artwork and units, and 
a lot of design promises that are yet to be 
implemented or undecided (for example, they 
haven't decided on whether or not to include 
formations; we voted "yes"). Many details 
could change during the course of the game's 
development, though most of the major fea- 
tures should remain relatively static. 

Goodman realizes that Empire Earth is an 
ambitious and complex game, and says he 
could not even contemplate such a design with 
the experience of leading the design for Age of 
Empires. He expects the inevitable comparisons 


| with that game and its sequel, and even he 


realizes they're not entirely unwarranted. "[It] 
was the first computer game | ever worked on,” 
he says, "and | am pretty proud of it.” 

It's easy to say, "Hey, wouldn't it be cool if 
we took Age of Empires and added feature X, Y 
and Z." But that line of thinking often leads to 
"more, more, more" syndrome—more features, 
more control, more... stuff to play with—which 
can often tum an elegant design or concept 
into an ungainly one. Goodman feels that 
Empire Earth "marches to its own drummer, " 


| that he's adding depth for the experienced 


player without the usual (and often unwel- 
come) complexity. 

"| tell gamers all the time: ‘If you like Age of 
Empires, | think you'll love Empire Earth!’,” 
explains Goodman. "It's a big game with a lot 
of depth, a simple game, but one that is devil- 
ishly hard to master." 


>>? A Titanic moment—how could you miss an 
iceberg? 


GENRE Real-time Strategy 
PUBLISHER sierra 
RELEASE DATE Early 2000 
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game. Explore four continents filled with perilous dungeons, eerie 
crypts and underwater landscapes. Discover thousands of items 
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travel through more than 20 adventure zones as an Iksar, the 
lizardman, or as a customizable character selecting from 13 
different races and 14 distinct classes. Reptilian Monsters and 
2 Giant Scorpions make it wise not to travel alone, With over 50,000 
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A It’s all about the 


elephants. >>> 
linset] Vacationing 
in Normandy—a 
group shot. 

>>> [left to right] 
Reconnaissance 
made simple: it’s 
the Fieseler FI 156 
Storch! We think. 
э?» Tanks will 
require special 
driving ability. 
››› Get them to the 
church on time. 


Commandos 2 Adds Glitz Plus 
Three to its Romp Through WWII 


he lights dimmed. A hush fell over the crowd. Explosively, literally, they burst 

onto the screen—Tiny, Tread, Fins, Inferno, Spooky and Duke...alongside a 

couple of brand new faces. Swimming, diving, running, and climbing behind 
a techno sound track that made our collective hair stand on end, the Commandos we 


had met in 1998 seemed determined to blow the enemy, and us, away. Setting: 
World War Il. Station: Planet Hollywood, Madrid. 


Earlier this year, Eidos Interactive and Pyro 
Studios invited us to Madrid to take a closer 
look at the sequel to their highly acclaimed 
real-time strategy game Commandos: Behind 
Enemy Lines. In a large darkened screening 
room at Planet Hollywood, a throng of jour- 
nalists from many countries were treated to a 
tightly and slickly produced big-screen video 
trailer, which we dubiously regarded as just 
that—a marketing tool intended to pull out all 
the stops to impress us. Suffice it to say, it 
did. Although we were hoping to take a look 
at the game in its nurturing home environ- 
ment, the offices of Pyro Studios were off lim- 
its, we were told. Apparently, the small space 
is cramped quarters, even for its own staff, 
much less being able to host a milling rabble 
like us. We took them at their word and 
enjoyed the trailer, knowing that later we 
would be able to see the game on the much 
smaller screen for which it is intended. 


Re-welcoming the hybrid 

Commandos never fell neatly in to the catego- 
Ty of its real-time strategy contemporaries, 
and this is probably its greatest appeal. There 
is no base-building, resource gathering, troop 
accumulation, or early tank rushes, nor the 
feeling that you needed to build up a massive 
number of units within minutes in order to 
succeed. Commandos 2 reprises the original's 
innovative gameplay. 

Although we would generally categorize it 
as an RTS game, it is more like a hybrid of 
strategy, role-playing and (gulp) even 
adventure, as it requires that you not only 
exercise strategic and tactical combat initia- 
tive, but that you take into account character 
traits and abilities as well. Puzzle-solving 
(albeit in its loosest sense) also comes into 
play, and you will find that becoming adept 
at all of these elements is key to successful 
progress through the game. 

The title will be mission-based, with 
approximately 12 linear missions in single- 
player mode. Although it is hard to estimate, 
Pyro believes it will take between 60 and 70 
hours to complete the single-player game. 
Having realized that there were a lot of players 
who did not complete the first game due to its 
inordinate difficulty, the designers will go a 
lot easier on us this time around. Rather than 
having to rely on specific and unique meth- 
ods, you will have multiple solutions available 
to solve each mission. Although this was 
somewhat true in the original, the variety is 
greatly augmented here; so while it is still not 


simple by any means, the new and improved 
Commandos 2 should send you to the bottle of 
Tylenol (or brandy, perhaps) a lot less often. 


A brave new Cold) world 

Although it is rare to find a designer who is 
not passionate about his project, you would 
be hard pressed to find anyone with more fer- 
vor than Pyro’s Gonzo Suarez. Since he is 
affectionately called simply “Gonzo” by all, 
we will take that liberty as well. 

Gonzo was the project head and main 
designer for Commandos: Behind Enemy Lines, 
and sole designer and producer of its 1999 
expansion pack Commandos: Beyond the Call 
of Duty. It was apparent to all participants at 
this demonstration that Commandos 2 is his 
and his alone, and he seemed to want every 
slice of information about the game channeled 
directly through him. Animated and intense, 
he let the fire in his belly virtually shoot 
through his eyes as he described his progeny 
(in his native Spanish) with unrivaled ardor. 
Even with much of the multi-lingual crowd 
behind a translation barrier, there was no mis- 
taking that every piece of Gonzo's being is 
wrapped up in his game, and that he is hell 
bent on driving the design team toward his 
goal of perfection. A bit mad? Perhaps. 
Driven? Absolutely. Genius? Probably. 

In addition to settings in central and north- 
егп Europe, you will get a chance to visit vari- 
ous Asian locations to wage battle in China 
and the Pacific regions around Japan. 
"Commandos 2 will vecreate a rich and peculiar 
setting, which will immerse the player in an 
engaging environment," said Gonzo's transla- 
tor. "There will be missions that involve help- 
ing allied resisting forces to succeed in the 
battle with enemy soldiers right in the front 
line of battle; others that require the player to 
defend a city from an enemy invasion, or to 
infiltrate the famous Colditz prisoner camp.” 

The prisoner camp scenario is Gonzo’s per- 
sonal favorite so far. He tells us that the setting 
is an almost exact reproduction of the actual 
camp, except that they added trees to offer 
more tactical gameplay. Another mission will 
bring you to the Bridge over the River Kwai. 
Gonzo let us know that one of his main objec- 
tives is to make us feel very immersed—realisti- 
cally enough to make us believe that we are 
living through characters in our favorite films. 
The River Kwai scenario is a case in point. 
Although the real bridge-of-yore was con- 
structed of steel, the bridge that filmdom’s The 
Bridge Over the River Kwai provided is wooden. 
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Commandos Z's bridge will take that approach 
as well, because "otherwise how could you 
blow it up?" (Laser beams, perhaps?) 
Although there are no missions involving 
naval warfare per se, there will be ones with 
naval environments such as at a port and aboard 
a carrier, and all single-player missions will be 
available for multi-player cooperative games. 


Seven men, one woman and a dog 
Commandos 2 will bring back all six of the vet- 
erans we came to know and love: Green Beret- 
like Jerry “Tiny” McHale, the heavyweight 
Irishman with mow-'em-down potential; Sid 
“Tread” Perkins, with his Masters Degree in 
Driver's Ed; James “Fins” Blackwood, whose 
ability to breathe underwater has been sus- 
pected, but never quite proven; Thomas 
“Inferno” Hancock, forefather to certain mem- 
bers of the Michigan Militia; Sir Francis T. 
“Duke” Woolridge, with one eye semi-perma- 
nently glued to the sight of his sniper rifle; and 
Rene “Spooky” Duchamp, chameleon emeritus. 
They've added three new players to the 


cast: Paul "Lupin" Toledo, master thief; 
"Natasha," whose abilities had not yet been 
cemented at the time of this writing, but 
whose tight red sweater just about says (and 
shows) it all; and The Unnamed Dog. "We have 
included a dog which goes with the 
Commandos and can be used to perform tasks 
a soldier would not be able to do easily,” 
Gonzo tells us. "It is a very charismatic charac- 
ter, and we are still refining the tactical game- 
play areas it will be useful for." 

You may have complained about the rigidity 
with which Commandos allocated the characters’ 
skills. Shouts of “What do you mean the marine 
can't drive?" were heard across the globe. Here 
the skills will be a lot more realistically divided. 
All characters will be able to perform most sim- 
ple tasks, like swimming or diving and operat- 
ing simple vehicles, but not all with the same 
level of expertise. This will greatly increase the 
number of ways to approach each mission. 


The team is including many new abilities, 
some of which, (like knife throwing) have not 
been finalized yet. You'll now be able to order 
your troops to enter structures, peek, jump 
and aim through windows, climb poles, move 
while hanging, and jump over fences. Lupin, 
the thief, will have lock-picking and stealth 
skills, and the dog will be able to transfer 
objects from one commando to another. 

Also included is the highly requested ability 
to carry and exchange objects—so that, for 
instance, you can steal a bomb with one 
Commando, and take it to the sapper so that 
he can detonate it; or your spy may be able to 
steal uniforms from German soldiers. 

"Semi-autonomous allied soldiers will have 
new abilities as well," says Gonzo, “like hiding 
behind a low wall guarding a building from a 
window." These allied troops open up whole 
new areas of gameplay, in that you can set up 
group ambushes, rescue and recruit them, and 
use them to defend positions from enemy inva- 
sion. Their presence will also influence how you 
will handle the game's line of sight feature. 


The designers provide a host of vehicles, sev- 
eral of which will require specialized personnel to 
operate. You will see jeeps, tanks, trucks, ships, 
boats, cars and even airplanes, all based on 
actual WWII models—such as the Willy's jeep, Pz 
Kw III (Panzer) tank, and Mercedes L3000 truck. 
While planes will be available for boarding and 
escape, it is not within the scope of the game to 
use them as modes of combat. An improved 
physics model will balance the realistic sensation 
of driving these somewhat unwieldy vehicles with 
the ease that is necessary to address the tactical 
requirements of the game. 


And the rich gets richer 

Although the gameplay here is very similar to 
its predecessors', the look and feel of the game- 
world greatly surpasses all that we've seen 
before. The intricate locations are absolutely 
gorgeous, and the large areas enable you to 
make even greater use of the multiple camera 


angles and windowed environments provided. 
The engine supports three resolutions 
(640X480, 800X600, and 1024X768), and we 
can say hands down that even in lower-res, the 
detail is extraordinary. When we asked during 
the non-trailer-extravaganza portion of the 
demo what resolution we were looking at, and 
they told us 640X480, the collective gasp was 
downright audible. We were prepared for a lush 
graphical treat, but didn't expect it at that res- 
olution—we were wrong. 

The entire game is in 3D, with four different 
camera angles so that you will be able to see 
all corners of the maps. They do not include 
an overhead view, as they feel it removes you 
too far from the immediacy of the scenario. As 
in Commandos, you can set up six player- 
defined windows enabling you to oversee the 
many concurrent events, and to issue orders 
between them. This is even more important 
now with the detailed indoor locations—most 
of which are multileveled. 

Commandos sold well over a million units 
worldwide, and was (surprisingly enough) 


[above] Gonzo Suarez mesmerizes his creations. 
[top row] Behold the Mitsubishi G4M “Betty.” 


They decided on a bridge rather than an 
implant. 

[bottom row] Wooden bridge missions simulate 
action on the River Kwai. 

Massive environments provide for complicat- 
ed maneuvers. 


the number one best-selling game in 
Germany (of all places) for over 18 weeks. 
Now, with its deeper and more engaging 
gameplay, as well as its greater accessibility 
via somewhat of a decrease in difficulty, its 
potential is very high indeed. So from under 
the canopy of the cathedrals of Madrid, you 
can expect to see the team of 30 designers 
under the watchful eye of mentor Gonzo 
Suarez give birth to what may very well be 
the perfectly-balanced RTS hybrid. 
Commandos 2, fourth quarter 2000. Be there 
with Panzers on, and we'll be right ahead of 
you, covering our collective ass. m 
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Simple Simon series is Simon the Sorcerer 3D, 
again very cleverly named after its protagonist, 
which will be available worldwide toward the 
end of this year, and will be published by 
SouthPeak Interactive in the US and by Hasbro 
Interactive in Europe. 

Simon the Sorcerer sports a tongue-in-cheek, 
rather irreverent sense of humor that most 
adventure lovers really have a taste for. It is pre- 
sent in games like Eric the Unready, Sam and 
Max, Monkey Island and Discworld, and has fall- 
en by the wayside in recent years. Simon 3D 
promises more of the same. There will be back- 
story for those who did not play the first two 
games, but this title begins after the events of 
Simon 2. During that game, Simon’s nemesis, the 
sordid wizard Sordid, retumed from the grave to 
re-suck our hapless hero into another dimension 
to be a minion in his campaign to take over the 
universe. Now Sordid is back again, this time 
planning to control the universe with mind- 
altering beverages (Wild in the Streets?). Simon 
will be confronted with missing Swamplings, 
shapely barbarians, militant woodworms, and 
even more annoying and unhelpful characters. 

This promises to be a “traditional” adventure, 
with inventory based gameplay and a fully 


Simon Says “Go 3D” 


Simon the Sorcerer 3D: Tales of a 
smart-mouthed wizard and his hat by Cindy Yans 


>») Simon dresses to the right—we think. 


hile people often go to great lengths to avoid working anywhere that 

forces them to wear a stupid hat, this is not true of the typical adven- 

ture game character. In fact, The Stupid Hat is probably de rigeur 
when it comes to portraying a sympathetic (or just plain pathetic) character. One 
shining champion of adventure game hat-dom is Simon the Sorcerer, star of an 
extremely funny graphic adventure from 1993. Simon the Sorcerer 2 followed 
shortly thereafter, although it wasn't widely available in the US. The latest in the 


developed puzzle-studded plot—news that is 
certain to delight fans of combining and using 
items—but even better, since scoffers at 2D 
graphics make up the majority these days, the 
game will be in full 3D. Developer Headfirst 
Productions has licensed the Netlmmerse 3D 
engine that powers Prince of Persia 3D, allowing 
for realistic lighting and shadow effects, scalable 
graphics capabilities, real-time magical, explo- 
sion, smoke and water effects, and, gulp, "realis- 
tic looking glass." The game will support multi- 
ple camera angles including strategic cinematic 
cameras (a là Gabriel Knight 3), a roving “shoul- 
der-cam," and a first person perspective camera. 

They expect to achieve a framerate of over 
60 FPS, and offer support for 3Dfx, Direct 3D, 
Open GL and 3Dnow. Sound effects will be 
enhanced by Intel RSX 3D and DirectSound sup- 
port, which allows you to perceive sounds that 
travel from the "correct point in 3D space." For 
example if a character is talking behind the 
camera, you will imagine the voice is behind 
you. Then you'll tum around, swat at the imag- 
inary entity, and return your focus to the action 
at hand, feeling just a tad silly. 

Simon himself, hat, jeans, cloak and all, will 
be composed of over 600 polygons. Designers 


bL — № — mes 
3»? Simon vs the floating cube of energy that 
looks suspiciously like a power-up. 


say that this will enable them to give him an 
extremely wide range of locomotion anima- 
tions, including an unlimited number of emo- 
tional and facial expressions—joy, fear, sar- 
casm, lust, constipation—anything goes. 

Additionally, you will see over 50 other 
bizarrely conceptualized characters such as his 
longtime companion Swampy (father of countless 
babies and owner of a very successful fast-food 
empire); Melissa Leg, Warrior (but not princess), 
looking for the life of her as though she has 
escaped from Space Bunnies Must Die—it's the 
pigtail thing; Calypso, Simon's mentor and а 
Special Needs wizard (which accounts for Simon's 
own propensity to be magically challenged); and 
Simon's fairy godmother, all decked out in her 
peasant corset and platform shoes. 

It is interesting to note that there was a 2D 
version of this game, something they call Simon 
2%, that was scrapped in mid-development 
when it became apparent that, no matter how. 
well executed, 2D adventures had become 
passe. The 3D version was publisher-less for 
quite a while, and had been initially slated for 
release at the end of 1999. SouthPeak tells us 
that Simon 3D is currently still *on hold" while 
the developers engineer a technology face-lift 
that will allow their game to actually run with 
the new promised 3D features on reasonably 
configured "real person" hardware. For those of 
us who miss humorous adventures though, it 
may be worth the wait. ш 
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[above] %77 Three A6M5 Zeros come in over the new rolling terrain. [inset] ::: The P-38F Lightning is flyable 


in single missions. [left] The virtual cockpit views will let you check your control surfaces for damage. 


Corsairs 
апп Zeros, 
аб Last 


ur only question when we heard that a World War II flight sim set in the 

Pacific theater was finally in the works was “what took them so long?” 

After all, many of today’s flight sim fans spent their youths watching 
and reliving the (highly fictionalized) exploits of Pappy Boyington and his 
Corsair-flying VMF-214 squadron on Baa Baa Black Sheep. There's also the 
excitement of naval battles—and of trying to bring a damaged bird down on a 
carrier after surviving them. And of course, there's the fascinating tactical 


match of the tough-and-powerful Corsair versus the amazingly nimble Zero. 


Thus, it was with great pleasure that we dis- 
covered that Microsoft's Combat Flight 
Simulator Il would be set in the Pacific theater. 
We immediately loaded up our gear in a C-47 
(okay, it was a 737) and set off for the Pacific 


(Northwest, that is) to gather more information. 


We sat down with Microsoft's Tucker Hatfield to 
learn more about this sim. 


SoLiD DECK 

Hatfield is no stranger to the world of Pacific 
War flight sims. Prior to joining Microsoft, his. 
experience at Dynamix went back to the classic 
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Aces of the Pacific and its 1946 add-on. Add 
that depth of experience to the solid talent 
shown by the team that created the first 
Combat Flight Simulator and you have a good 
foundation for a winning sim. 

The original Combat Flight Simulator racked 
up impressive sales, yet many experienced 
combat sim pilots passed it by, or were disap- 
pointed with it. The first game had a lot going 
for it-impressive flight modeling, good-look- 
ing terrain, and unmatched extensibility. 
Unfortunately, it was hobbled by an anemic 
campaign structure, poor multiplayer, and 
lackluster special effects obscured the sim's 
detailed damage models. It was a great sim to 
zoom around in, but it rarely inspired the feel- 
ings of "There | was over Germany...” brought 
on by European Air War or WW2 Fighters. 

The team recognizes those weaknesses, and 
is taking the solid flight foundation of the first 
game and incorporating user feedback in beef- 
ing up the weaker points of the first game. In 
addition, they'll be incorporating the improve- 
ments found in Flight Simulator 2000, while 
providing a much better frame rate than that 
sim. Look for CFS II to incorporate a much more 


The ability to spawn new flights, add random 
elements, and change waypoints mid-mission 
means that "scripted" won't mean "predictable." 
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Mission Info 


Tite 


Example Briefing Screen 
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cond Section 


The interface will differ depending on whether you're flying for the Americans or Japanese. 


interesting campaign structure, dramatically 
improved visuals, and even better extensibility. 


Comic RELIEF 
The first change you'll notice is in the interface 
and wrappers screens. Hatfield notes that the 
1940's weren't musty history for the pilots, so 
why should the interface feel that way? CFS Il 
uses comic book-style art. The level of detail is 
more on a par with modern comics, but the feel 
is definitely 1940's. Where the original program 
just dumped you back to a text-based debrief- 
ing, CFS II will use comic art to tell the story as 
the campaign progresses. 

The first game’s campaign was its weakest 
element. It was just a series of sequential, 
scripted missions that you'd fly with a group of 
generic wingmen—who were mostly oblivious 
to your presence. One of the team’s goals is to 
make this game far more immersive, and two 
ways to achieve that are through a richer cam- 
paign (more on that in a moment) and through 
wingmen that are more than just cannon fod- 
der. When you start the campaign, you'll be 
assigned a randomly generated group of 
squadron mates. As you fly missions, you'll be 
able to track not only your own progress and 
kills, but those of your wingmen as well. If 
someone in your flight gets shot down, you 


FLY NOW! 


Kiss Excel goodbye—the sim now includes a full-blown graphical mission editor. 


might get an experienced replacement, or you 
might get a green rookie who's of little use cov- 
ering your tail. It’s currently still up in the air 
whether you'll be able to name your own wing- 
men, but we hope that feature makes it in. If 


IMs 5 А : 
| Microsoft wants an emotional investment in 
| wingmen, it'll be far more successful if you can 


name your squadron mates after famous aces, 
best friends, or immediate family members. 

The campaign covers a period from early 
1942 through late 1943. Rather than a fully 
scripted set of sequential missions, the sim will 
feature a branching mission structure similar to 
that found in Jane's F-15. Even when you do 
find yourself tasked with a mission you've 
flown before, random and programmed events 
that react to your actions mean that the mission 
will still be unpredictable. Blunder into an 
enemy carrier group while flying to the target, 
for instance, and it may send a CAP squadron 
against you. Ground events may vary as well. 
Take out an entire tank column and the threat- 
ened base will be safe, but miss a few tanks 
and they'll call in reinforcements. Mission 
branches will usually rely on achieving a specif- 
ic mission goal. And goals are important to 


| success—if you want to move up in rank, you'll 


need to pay attention to mission orders. If 
you're a maverick who goes off against every 
enemy plane in sight, you may rack up an 
impressive kill list, but if you ignore your orders 
you won't move up in rank. 

You'll fly the campaigns as a pilot for the 
U.S. or Japanese Navy. The campaign starts 
with the Battle of Midway and takes you 
through the Gilberts, Solomons, Marianas, and 
Papau New Guinea, but it stops short of attacks 
on the actual Japanese home islands due to 
time (and very likely political) restrictions. At 
one point in the campaign, American pilots will 
be attached to a Marine squadron, offering a 
chance to trade in your Hellcat for a Corsair 
while fighting in the Solomons. 

While the campaign follows a historical pro- 
gression, the missions themselves are represen- 
tative of the types of sorties going on in those 
locations rather than following history exactly. 
Still, look for missions set during many major 
historical battles such as Wake Island, Coral Sea, 
Guadalcanal, Santa Cruz, and the aforemen- 
tioned Midway. Throughout the campaign 
you'll fly some actual historical missions, such 
as the attack on the Lexington where Butch 
O'Hare became an ace in a day. 

In addition to the campaigns, single missions 
will also be available. It's here that you'll be able 
to pilot the only non-naval player-flyable plane, 


the P-38 Lightning. As you embark on missions, 
casual players who just want to get into the action 
can get a basic briefing on mission goals and 
jump straight into the action. More detail-orient- 
ed players can get a fuller briefing, view a mis- 
Sion map, alter their loadouts, and even choose a 
different plane for the mission. Optional detail 
will be available during debriefings as well. 

Multiplayer action will still be basic, cen- 
tered on dogfights rather than flying coopera- 
tive missions. However, there are improvements 
from the original game, including enhanced 
scoring options, the ability to rearm and refuel, 
and fixes for various bugs and cheats. 


IN THE COCKPIT 

Flying for the Japanese, you'll pilot the 
Mitsubishi AGM2 and A6M5 Zeros, as well as the 
Nakajima NIK2-] George. In the U.S. Navy cam- 
paign, you'll fly the Grumman FA4F-4 Wildcat 
and F6F-3 Hellcat, and the Vought FAU-1A 
Corsair. In single- and user-created missions, 
you can also fly for the USAAF in the Lockheed 
P-38F Lightning. Computer-piloted planes 
include the Ki-43b Oscar, B5N2 Kate, D3AI Val, 
G4M2 Betty, TBD-1 Devastator, SBD-2 Dauntless, 
TBF Avenger, B-25D Mitchell, B-24D Liberator, C- 
47 Dakota, and P-39D Airacobra. 

Popping outside the planes for an external 
view shows dramatic improvements over earlier 
Microsoft flight sims. The developers used 512K 
textures to provide four times the level of detail 
on aircraft skins. In addition, the textures are 
weathered, with flaking paint, giving a look 
much more like a plane on the fighting front 
than one straight off the assembly line. 

The aircraft models pack quite a few more 
polygons and dramatically improved anima- 
tions. More surfaces are articulated, canopies 
and cowl flaps open and close, wings fold, and 
landing gear cycles and gear doors move in 
authentic extension and retraction sequences. 

Things look much better inside the planes as 
well. You'll find detailed bitmapped cockpits 
and instrument panels, of course, but there’s 
also a new virtual cockpit with readable, mov- 
ing gauges. Gauges are authentic; only the fuel 
tank selection gauge was simplified to ease 
transition between planes. Japanese gauges are 
in Japanese, but moving your mouse over them 
causes an English tooltip to pop up. As you look 
out at your wings, a 3D model is now used, so 
you'll not only see your control surfaces mov- 
ing, but you'll also see damage to your plane. 

Speaking of damage, that’s another area of 


Nice work out there! 
Some text here describing how the user 
id against his objectives. We need some 


Comic art is used to illustrate mission results. 
Detailed debriefings are a click away. 


dramatic graphic improvement. While the orig- 
inal CFS had a very detailed damage model, 
there was almost no visual representation of it 
on your aircraft other than smoke or fire. When 
you shot down a plane, you’d either see a quick 
“poof” of an explosion, or a canned animation 
where the target would “break” in one place— 
which may or may not have been where you 
were shooting. The aircraft now sport detailed 
visual damage models, akin to those seen in 
Jane’s WWII Fighters. If a wingtip is blown off, 
you'll see the wing spar and bent metal. Virtual 
“decals” are used to display gunshot holes. 
Smoke is now localized to where the actual 
damage has occurred. And if damage is so bad 
that you have to jump from your plane, you 
now see a graphic bailout sequence. 

It's not just the planes that look better here. 
The terrain is dramatically improved—gone are 
the sometimes pyramidal hills of the previous 
game. Terrain technology is on par with that of 
Flight Simulator 2000 (in fact, you can import 
scenery from that sim), but much work is being 
spent on optimizing the frame rate. Given the 
dramatic improvements in frame rates in the 
original CFS over the Flight Sim 98 engine it was 
based on, it appears the team will be able to 
deliver here. Hatfield says the code bases for the 
civilian and combat flight sims is now being 
merged, so the next iteration of the civilian sim 
will be able to benefit from the optimizations here. 


TAKING FLIGHT 

The flight modeling in the first game was quite 
convincing, and it’s been fine-tuned and 
enhanced here. Look for the addition of turbu- 
lence and high-altitude winds, for instance. 
Plane systems have been enhanced, with more 
detailed damage mapping, and the ability to 
carry drop tanks as well as bombs. 

Where the flying really promises to be more 
authentic is when you're watching the computer 
players in action. Unfortunately, we weren't able 
to see the Al in action in the early build Microsoft 
showed us, but Hatfield assures us that much work 
is being put into improving general А! and dog- 
fighting abilities. Your wingmen will be much 
more useful here, as you'll be able to issue com- 
mands to them, which trigger radio transmissions. 
They'll respond, and occasionally transmit status 
update messages. The ability to communicate with 
your wingmen will be particularly important for 
American pilots, who will need to use team tac- 
tics to overwhelm the more maneuverable 
Japanese aircraft. (“Thatch Weave,” anyone?) 


a 


The NIK2 George shows off its improved virtu- 


al cockpit, complete with working instruments. 


One big difference in flying is the addition of 
carrier landings. Although add-ons hacked in 
carrier landings for the original CFS, here they're 
fully fleshed out, with tail hooks, deck wires, 
and a pop-up Landing Signal Officer (150) who 
will guide you in with paddles. Whether you'll 
actually see enemy planes taking off and land- 
ing from carriers is still up in the air (so to 
speak). The process of modeling planes in a pat- 
tern waiting for a carrier landing is actually. 
quite complex, and the team feels it's vital to 
put its energies into making combat as exciting 
and convincing as possible at this point. 


CUSTOM COMBAT 

It was possible to create custom missions for the 
first game, but it was far from easy. It basically 
entailed putting custom data in an Excel file, and 
using a program like Encarta World Atlas to get 
Latitude and Longitude coordinates. CFS II 
improves this dramatically with the inclusion of a 
full graphical mission editor. You'll be able to 
place aircraft and objects right on the map, and 
assign them waypoint actions. When you zoom 
down to a certain level of detail, the editor actu- 
ally drops into the 3D engine, so you could, for 
instance, place a tank column right behind a hill. 

The ability to set triggers and waypoint 
actions means you can easily create missions 
that don't have a canned feel. You can ran- 
domize whether units will appear, and have 
other units take actions dependent upon what 
happens in the mission. You can even give 
players new mission goals that are transmitted 
in-flight, and change their waypoints to match 
the new tasking. For instance, if a carrier is 
damaged in a mission, you can divert the flight 
to another carrier for landing. 

In addition to creating missions in the Pacific 
and on custom terrain, you can also import and 
modify missions from the original game. European 
scenery is included, but it's very generic. Third 
parties will probably fill this gap quickly, however. 

When creating new campaigns, you'll be able 
to incorporate custom interface graphics. So if 
you develop, say, a North African scenario, your 
players won't be forced to stare at Japanese plans 
and a map of the Solomons between missions. 

Of course, you'll also be able to import new 
planes. The team is working to make more func- 
tionality available to add-on aircraft. For 
instance, while all the player-flyable planes 
included with the sim are fighters, provisions are 
being made to arm custom planes with torpedoes 
in addition to guns and bombs. That means you'll 
likely see downloadable missions flying custom 
Devastator and Kate torpedo bombers against 
carrier groups. Now if only Microsoft would work 
in bombsight modeling, you'd be able to recreate 
nearly every kind of mission type. 

Still, with almost all the weaknesses of the 
first game slated to be addressed, Combat 
Flight Simulator II looks ready to make a big 
splash amongst casual and hardcore sim pilots 
alike. Watch this space for a hands-on combat 
test before the product ships this Fall. m 
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Strategy First 
shoots for the 
masses with the 
real-time space 
strategu game 
O.R.H. 


by Steve Bauman 


This is an example of setting waypoints using 
the 3D interface. 


[left] An Alyssian construction vessel at work on 
a docked battle cruiser. 


banking on to make their title feel different is 
its dynamic environment. Everything in the 
game is in motion while you play. Your planet 
is orbiting the sun, your spaceport is moving in 
orbit around your planet and the asteroids are 
orbiting everything at a speed greater than the 
| planets. According to McNeely, if you build a 
mine in an asteroid near your planet, “it’s defi- 
nitely going to end up in enemy territory at 
some point.” 


When looking at the graphics in the game, 
he developers at Canadian company Srategy First have been operatin ХЗ ДС line ren Disney ees а 
p pany 9y P 9, you is the varying scales of the ships. The space 
with moderate success, on the outer fringes of gaming. While they've had | stations, as well as the capital ships, are huge, 
while fighters and marine units are tiny. "The 
their own official dud (Clans anyone?), they've also self-published and engine we've created allows us to display very, 
produced solid, niche strategy games such as both Man of War titles, and the more ey ШП аети pM UM 
recent fantasy turn-based game Disciples: Sacred Lands. will require a 3D accelerator and a relatively 
quick PC, though the final specifications 
shouldn't be in the stratosphere. 
Their upcoming 3D, deep-space based real- of a sun. One day they discover communica- 
time strategy game O.R.B. represents their tions technology and each realizes the other 
boldest attempt to play with the big boys. exists. In the ensuing years, they figure out they 
According to Jamie McNeely, Executive really don't like each other, build up additional The most difficult part of designing a true 3D 
Producer of the game, it's a good indication of technology and decide to go to war. These two real-time strategy game is creating an interface 
the new direction of Strategy First. "We're get- warring sides, the Malus and Alyssians, share that properly handles that pesky third dimen- 
ting more into the mainstream titles. units, but have different research trees and a sion. Homeworld faced this problem, and by 
"What we're trying to do with the game is few unique characteristics that should, in theo- many critics’ accounts, handled it quite adept- 
not do the same as everyone else, but some- ту, force players down slightly different strate- ly. "We didn't think Homeworld was particular- 
thing similar," he explains. "Different elements gic paths. You mine asteroids for resources, ly easy to play,” admits Philippe O'Connor, 
play differently, and [0.R.B.] is going to be a research new technologies, and build and Associate Producer for the game, and it’s a sen- 
unique experience.” upgrade units in order to engage the enemy. timent echoed by some of our own editors (oth- 
Since Sierra’s Homeworld took the real-time ers adapted to it without much fuss, and it did 
strategy genre to deep-space first (a void soon garner a “runner-up” as best real-time strategy 
Most of the game’s features place it squarely in to be more crowded, with the arrival of games game of 1999 from this publication.) 
the real-time strategy pack. The basic storyline like Microsoft's Conquest: Frontier Wars), one of "Obviously we have the advantage of com- 
has two planets lying on direct opposite sides the main elements O.R.B.'s developers are ing out later," McNeely explains. They get to 


B^ 


leam what they can from Homeworld's imple- 
mentation. But their goal is simple: "We're try- 
ing to make this interface as easy as possible." 

Their solution is to create two separate inter- 
faces, one 2D and the other 3D, which are inter- 
changeable and according to McNeely, compli- 
mentary. "We created both because 3D space is 
very complex to navigate, so we've created a 
system where people more familiar with the 
way 2D games work versus 3D can play just as 
well as someone familiar with 3D." 

At this point, McNeely demonstrates placing 
some waypoints for a patrol on the 2D map. You 
pick a spot, click, and click again to connect 
another point, until you've created a route. You 
can then select any waypoint and drag it 
around the map. Also, selecting a moving object 


as a waypoint, whether it's a ship or an asteroid, 
will have the traveling ship track it until it 
reaches its location, then move on to the next 
waypoint. A small window within the main 2D 
map shows the selected ships flying in 3D space. 

You can also set the height of waypoints in 
the 2D map; the gameworld is essentially donut- 
shaped (mmmm, donut-shaped gameworld...), 
and there's an altitude marker that runs along 
the right side of the screen (the center represents 
the plane of the planet). When holding down а 
certain key, you can move the waypoint up or 
down in 3D space (the extreme top and bottom 
would be outside of the asteroid belt). 

If you're wondering why you might want to 
do this, you keep your stealth by remaining 
inside the asteroid belt. "It creates a sensor 


[left] Up close and personal with an Alyssian 
Victory class attack fighter. 


The final touches are put on an Alyssian 
Leviathan battle cruiser. 


shadow that's like a forest," says O'Connor. "If 
you're above it and the enemy is below it, 
you're effectively invisible to each other." One 
strategy you will be able to can use is to hide 
yourself in the asteroid belt, then split your 
squadrons, above and below, and attack from 
two fronts. 

The 3D interface works in a similar manner. 
You set waypoints and order your squadrons 
around. The same key used in the 2D map also 
moves in the third-dimension of the 3D map. 
And as with the other map, you have a small 
window that shows a 2D map of the area when in 
3D mode (you can even set waypoints in the 2D. 
window and have them appear in the 3D view). 

You will also be able to issue orders when the 
game is paused (in the single-player game 
only), queue multiple tasks and set rally points. 
All advanced tasks are done either via context- 
sensitive menus or with keyboard shortcuts. 


Also assisting players in controlling their fleets 
of ships is the game's leader system. You recruit 
leaders and assign them ships, which are then 
placed in their squadron. "It's a better way of 
organizing them,” explains O'Connor. Once 
grouped, they then have a shortcut at the top 

of the screen that should be familiar to people 
that played Warhammer: Shadow of the Horned 
Rat or the more recent demo of Shogun: Total 
War. You can still select individual ships within 
a squadron, but if sent off on their own, they 
will lose the bonuses the leader gives them. 
"You're really better off not sending [individual 
ships] off in all directions." 

The game includes formations for your 
squadron, "which not only affects how they 
look," says McNeely, "but also how they 
behave." For example, if you put your 
squadron in an aggressive formation, it triggers 
them to be in a more attack-oriented mode. A 
defensive formation means they'll retreat from 
most battles. The plan also calls for you to be 
able to customize the formations and the AI 
profiles, which can then be saved and applied 


Deep Inside a Malus secret base. These may 


be built in asteroids after they have been 
stripped of resources. 
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to squadrons during the game. For example, 
you can set up an AI profile that tells ships to 
retreat at 50% damage. 

Clever players, particularly in multiplayer, 
will probably want to create formations 
designed to confuse their opponent. You'll 
eventually get to a point were you'll recognize 
the default formations by sight; when that time 
comes, you might create a profile that looks like 
a standard evasive formation but has an 
aggressive Al. Your opponent may attack, 
thinking they'll retreat or not fight back, and 
you'll end up cleaning their clock. 


Each side gets its own unique campaign, 
though there will be some scenarios that are 
viewed from the other side. “Each campaign 
will reflect the fighting style and cultural back- 
ground of each side,” explains McNeely. The 
Malus are a warrior culture, and are more 
aggressive, whereas the Alyssians are more 
sophisticated and very arrogant. 


Because the game takes place in the same 
solar system, the single-player campaign will 
allow you to carry your resource bases over 
from scenario to scenario; however, because the 
asteroid field is in constant motion, the bases 
won't necessarily be in the same spots. 
Unfortunately, the version of the game used for 
this article did not have any scenarios or cam- 
paigns present—Strategy First has some in 
development, but a last-second bug in this 
specific build rendered them non-functional. 

O.R.B. adds some role-playing elements bor- 
rowed from Strategy First’s own Disciples. Your 
heroes also carry over from scenario to scenario 
(“We want people to grow attached to their 
leaders,” says McNeely), and will gain experi- 
ence and attributes, including an increase in 
leadership which will allow them to command 


more units in their squadron. While the game 
needs to get a little further into development 
before they can do enough play balancing to 
determine a minimum and maximum number 
of units per squadron, McNeely expects it to be 
between five and a dozen. 

However, you will need to rebuild your fleet 
with every scenario. “We did this because 
everything is objective-based and there may be 
multiple objectives within the scenario,” 
explains McNeely. “So you need to build your 
fleet to suit the given objectives.” You might 
otherwise find out it was completely inappro- 
priate for the scenario at hand, which would 
mean you'd need to plan multiple scenarios 
ahead. It's a bit contrived, but no more so than 
every real-time strategy game that forces you 
to re- "discover" technologies on every level. 


As with most games, each side has a unique, but 
similar, technology tree through which they will 
progress over the course of the campaign. The 


Alyssians have better technology, with more of 
an emphasis on speed and maneuverability, but 
their ships cost more to build. The Malus, on the 
other hand, build a lot of inexpensive ships. 

Eventually, you'll reach a level of technology 
where you can create certain types of ships that 
allow you to create and transport other ships, 
therefore bringing the battle closer to your 
enemy. This will come in particularly handy for 
the game's later levels, in which yet another 
enemy emerges... which is all Strategy First 
wants to divulge at this point. 

You'll also be able to create marine units that 
can capture enemy ships. At this point, you'll 
need another ship to tow it back to your space- 
port. Then you'll be able to research its technolo- 
gy to use on your own ships. "It will actually open 
up new branches [to the technology tree] you did 


not have access to before,” says McNeely. 

Additionally, there will be artifacts, pieces of 
an ancient race, floating around the asteroid 
field. If you discover any of these items, you 
will be able to bring them back to your space- 
port (in much the same manner as capturing a 
ship) and research additional technologies to 
apply to your own ships. 


Resources can be extracted from the circling 
asteroids, or at least the ones you've scanned 
that actually have any resources (it’s about 10% 
of the asteroids at this stage, though that could 
change). You'll need to build asteroid bases 


A Malus Orbital Shock Troop (OST) carrier 


prepares to dock with an Exterminator assault 
carrier. 


The Malus Duelist fighter. 


[left] A Malus Dominator class fighter carrier 
from below. 


and set up shipping lanes between the base 
and your spaceport. You can (and probably 
should) assign squadrons to protect your pre- 
cious cargo, particularly when the asteroid base 
eventually makes its way into enemy territory. 

Don't forget that the asteroid field is in 
motion. This sense of moving resources could 
provide some unique challenges. While the final 
speed of the asteroid belt has not been deter- 
mined, O'Connor estimates that it may take as 
little as a half-hour (of real-world time, not 
game real-time) for you to see a "significant 
change" in the location of the asteroids. "That's 
not just a game issue," he mentions, "but also a 
hardware issue." 

One other interesting twist for the game is 
that after you hollow out the resources from 
an asteroid, you can build secret bases within. 


RA 


These, in theory, allow you to make sneak 
attacks on the enemy by having hidden bases 
within their territory. You can store ships 
inside them and add armaments to them. In 
3D mode, if you're tracking a ship that flies 
inside the base, the game's camera will swoop 
in close and track it as it goes in, which 
McNeely proceeds to demonstrate. Eventually, 
upgrades will allow you to build ships within 
the asteroid bases, which could make for some 
interesting tactics (not to mention some nasty 
sneak attacks). 


Multiplayer will be handled slightly differently 
than in other games. "There is no straight 
deathmatch for more than two players,” says 
McNeely. “Just team deathmatch.” Two players 
can play a straight deathmatch, but when 
there's more than two, you're always on teams. 
You can also play these "multiplayer-style" 
skirmishes solo against the computer. 

The plan calls for full cooperative multiplay- 
er, where one player could manage resources 
while the other Cor others, in a full eight player, 
four-on-four game) handles the offense and 
defense as they attack either other players or 
the computer. If the players don't want to 
cooperate, they will still share resources and 
can pursue their own agenda; however, they 
can't attack each other. 

Otherwise, players will be able to create 
games with options not unlike other real-time 
strategy games. You can lock in the amount of 
resources, set different environments, and limit 
the number of heroes (which, at this point, can 
be brought in from the single-player game, 
though this is another balance issue). 

There's also going to be work on allowing 
players to import their own logos to identify 
their ships in multiplayer. "They're just bitmap 
files," says McNeely, "so 1 don't think it will be 
à problem." 


As you may have gathered, play balancing is a 
critical element of this game (as it is for any 
game). All of the vagueness of this article, from 
numbers of units you control, to the speed of 
the asteroid belt, is directly tied together. “It 
effects how long it takes for you to research 
something, how long it takes to fly across the 
universe,” explains McNeely, “and that’s what 
we're working on." 

Clearly there's a lot of information in the 
game for a player to process. If paced incor- 


rectly, it could easily become unmanageable. 
"We have decided on the pacing, yes," says 
McNeely (it's another balance issue), "but it's 
not going to be a frenetic game. It's going to 
try to focus on strategy." 

Like most producers of real-time games, they 
want to try to avoid the "tank rush" problem 
many have faced—that because of an imbalance 
within the game, one player is just able to create 
so many "killer" units they can overwhelm апу 
other player every time. "We also don't want it 
be about who can click the fastest." 


O.R.B. is scheduled for release in September, 
and while the technology and most of the 
game's artwork is nearly complete, Strategy 
First has a considerable amount of work left to 
do to finish the title. "We've come a long way 
in a pretty short amount of time," explains 
McNeely, "so I'm pretty confident we'll hit that 
date." He says the campaign design is done, 
but the individual scenarios just need to be put 
into the game and balanced. They're already 
playing the game in multiplayer to start the 
balancing process for both that mode and sin- 
gle player. 

So while they're fighting to get O.R.B. fin- 
ished, they'll also be fighting the perception that 
the game is merely a clone of Homeworld, some- 


thing they're quick to set straight. "We've been 
working on this since 1997," says O'Connor. 

"At that point, we were looking at Total 
Annihilation," says McNeely, "so we wanted to 
give it a feel more like those 2D games." 

It's unfortunate, though, that Strategy First 
will likely not be able to compete on the sound- 
track front. At this point, it does not appear 
O.R.B. will have the all-encompassing market 
power of a theme song recorded by a cutting- 
edge modern rock band like Yes, whose song 
"Homeworld" (or something like that) played 


[left] In this cutscene, an Alyssian battle cruis- 
er completes jump and swings into action. 


This movie shot shows Malus shock troops 
deploying to capture a disabled Alysassian fighter. 


A Malus fury destroyer leaving an asteroid base. 


over the credits for that game. However, we did 
recommend Strategy First contact fellow 
Canadians Rush, who might be looking to pick 
up some extra work on the side nowadays. 

McNeely realizes it's something of an uphill 
battle. “Homeworld was a good game, they did 
many things well." But he feels they're going to 
better Sierra's game on a number of fronts. 
"We've created a world you're fighting in, not 
just open space," he explains. "We have terrain, 
we have better camera control and more land- 
marks for navigation." He also thinks many of 
their other additions, such as the dynamic 
asteroid field and the secret bases, will help 
distinguish the game and make it stand out in 
an ultra-competitive game market. 
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GENRE strategy 
PUBLISHER Microsoft 
RELASE DATE First quarter, 2001 
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he word on the street six years ago was that the game indus- 


oonshine 
Runners 


>>> The Independent Games Festival booths captured the attention of atten- 


dees entering the GDC expo hall. 


try was going to grow to be more like the film industry. It has 


done so, too, if not exactly in 


the way that the Hollywood 


pundits had envisioned. The Independent Games Festival is the 
industry's version of Cannes, albeit on a much smaller scale. The 


first Festival tookplace last year at the Game 
Developers' Conference (which also sponsored 
the event). The objective was to give small a 
select number of small developers a place to 
display their projects to their peers, the media, 
and (of course) prospective publishers. Judges 
award four prizes based on technical and artis- 
tic merit, and attendees at the conference are 
encouraged to vote for their favorite game (the 
game with the most votes is given an audience 
choice award). 

As a method of focusing industry attention on 
independent games, last year's Festival was a 
resounding success. Vicarious Visions (who took 
prizes for Programming and Sound Design for the 
space sim Terminus) found a publisher for its 
game almost immediately after the conference. 
Mind Control Software allegedly sold 
Resurrection, winner of the 1999 Best Game Design 
award, to Sega. Several of the games at this year’s 
Festival have already been self-published, 
although for the most part the developers admit 
that they would not tum down a publishing deal. 

If you have ever found yourself wishing there 
was more room in the game industry for cre- 
ative games developed without the benefit of 
multi-million dollar budgets, you might want 
to check out a few of this year’s Independent 


Games Festival finalists. 
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The Festival judges enjoyed Tread Marks as 
much as our reviewer did—it garnered three 
awards, including the Grand Prize. 


Tank racing? Yeah, that was our first response 
when we got our first peek at Longbow Digital 
Arts' unique game. A little time behind the 
wheel... er... turret convinced us that zipping 
around on deformable terrain with enough 
armaments to level a city could be a lot of fun. 
Our reviewer agreed, giving Tread Marks a four 
star rating, and the Festival judges honored the 
game with three awards (Best Game Design, 
Technical Excellence, and the Grand Prize). 

It was a bittersweet triumph, sadly—little 
more than a week after the Festival ended, 
President and Lead Programmer Seumas McNally 
died after a 3-year struggle with Hodgkin's 
Lymphoma (see news story on page 34). 

At the time of the Festival, Longbow Digital Arts 
did not have a publisher, but the game is finished 
and can be purchased direct at their website 
(www.TreadMarks.com). The game allows you to 
race any of 20 different tanks across a large selec- 
tion Cover 50) of fully deformable levels. A variety 
of power-ups and weapons make things a bit 
more interesting, especially when playing against 
human opponents. 


Another self-published game, A-Sharp LLC's 
strategy/role-playing hybrid offers a unique 
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? King of Dragon Pass's hand-drawn imagery 
won it the award for Best Visual Art. 


Small developers show 
their wares at the 
2000 Independent 


Games Festival 


play experience. Based on the popular tabletop 
role-playing game RuneQuest, the game chal- 
lenges you to take on the role of a clan leader 
in the world of Glorantha. Through a mix of 
strategy, resource management, and decision- 
making, you work towards the ultimate goal of 
uniting all the clans of Dragon Pass... with you 
as their king, of course. It is the kind of game 
that is difficult to pigeonhole into even a sub- 
genre—exactly the sort of creativity you would 
expect to see at a festival promoting indepen- 
dent developers. 
Some people might find it odd that the game 
took the prize for Best Visual Arts—our reviewer, 
for instance, felt that the game looked a bit 
dated. To be fair, it does not look much like 
other computer games, relying on a lot still art 
and a spreadsheet-style interface. The game's 
imagery is attractive and presents a very consis- 
tent style, even though it might seem to come 
from a different era than games that feature the 
latest hardware-accelerated 3D graphics. 
A-Sharp LLC is based in Seattle Washington, 
and King of Dragon Pass can currently be pur- 
chased from their website (a-sharp.com). 


ThrushWave Technology is a development com- 
pany founded in 1996 by James Thrush. While The 


>> The Rift's fold-away interface panels help 
keep the screen from getting cluttered. 


>>> Whoah! Is this some sort of magical mystery tour? 


Riftis the company's first game, the team is not 
without industry experience. Thrush, who fills in 
as Producer and Development Lead, has prior 
experience working at Microsoft in their 
Multimedia and Input Device divisions, and has 
done contract work on the Experience engine with 
Seattle-based developer The Whole Experience. 

Fans of Sierra's Homeworld will instantly rec- 
ognize the game-—it shares a similar premise, 
even though development began before 
Homeworld hit the gaming scene. The Rift is a 
real-time strategy game set in a 3D space envi- 
ronment. You slowly add new facilities to your 
space station while harvesting minerals and 
building ships to defend your empire. The 
action takes place in dynamic solar systems with 
animated stars, planets, and asteroids. 
Eschewing the traditional level-based approach, 
gameplay is essentially continuous, with worm- 
hole journeys to new solar systems serving to 
break the game's story into discreet segments. 

The Rift garnered the Audience Award for 
best game at the Festival. ThrushWave is still 
actively looking for a publisher, although it 
plans to self-publish the game even if it fails to 
find one by the time the game goes gold later 
this year. You can find more information (and 
screenshots) about the game on ThrushWave’s 
website (www. theriftgame.com). 


Moonshine Runners 

“LSD Runners” would probably be a more 
appropriate title for this game from Russian 
developer K-D LAB. You might recognize the 
visual aesthetic—these are the same people who 
brought us the weird and colorful racing game 
Vangers (published by the now-defunct l- 
Magic). Its last title elicited a lukewarm 
response from both the public and the media— 
Moonshine Runners looks more focused, at 
least. KD-LAB describes it as a “fun game, set 
on little fairy planets, with lots of magic. You 
get to race a bizarre assortment of surreal little 


>»? Quaternion can be played by up to four 
players on the same machine, or up to 6^ players 
across a network. 


>>? The interface for Hardwood Hearts is more visual- 
ly appealing than that of the average PC card game. 


cars on the colorful surfaces of a variety of 3D 
globes (think Populous: The Beginning). Yeah, 
it really is just as odd as it sounds. The game 
has not attracted a publisher yet, but you can 
find more info about it on the developer's web- 
site (www.moonshine-runners.com). 


Hardwood Hearts 

"This isn't that plain-vanilla, bore-ya-to-death, 
looks-more-like-a-spreadsheet version either!" 
Silver Creek Entertainment proclaims. "We build 
GAMES here, not applications." Sure enough, 
you get to choose from among 17 colorful on- 
screen characters and play the classic card 
game solo or online via Silver Creek’s server. 
The game offers a host of variant rules and cus- 
tomizability options—check out the free trial 
version at www.silvercrk.com. 


Blix 

If you have seen the recently released Chu Chu 
Rocket on the Sega Dreamcast, you will have a 
pretty good idea of what to expect from 
StationBlix.com’s premiere game. A number of 
balls travel across the screen while you scram- 
ble to direct them into waiting cups by drop- 
ping bumpers in their path. Hazards such as 
teleporters, sticky pads, invisibility spots, and 
ball redirectors add some spice to the game’s 
300 unique levels. “We didn't create B/iX for a 
bloated game publisher or a silly web portal,” 
the developers snidely explain. “We made it 
because we wanted to make a great game.” 
You can download a shareware version of the 
game or purchase the full version (for a measly 
$15) from www.stationblix.com. 


Quaternion 

This game plays a bit like a mod for Tetris in 
which the color of your pieces makes a differ- 
ence. Little multi-colored balls drop from the 
top of the screen while you try to direct where 
they land. If you can manage to line up four 


>>> ROGUE Wars is an action candy bar in a strategy 
wrapper. 


>>? BIiX offers retro styling and fast-paced 
puzzle solving. 


balls of the same color, you have a 
“Quaternion,” and those balls disappear from 
the screen. A selection of special balls adds 
some variety to the mix. The game offers a sin- 
gle-player “adventure” mode (theme levels 
linked together by a story), and you can play 
multiplayer with up to 64 (gulp!) machines. You 
can dredge up more info on Quaternion at the 
Spin Studios website (www.spin-studios.com). 


ROGUE Wars 

No, it's not a remake of the classic ASCII role- 
playing game-—it is an action/strategy title by 
ReAllis (www. reallis.com). The Earth is toast, and 
the few survivors need a new planet to call home. 
Fortunately, there is a likely candidate—an icy 
rock called Tundra that needs a bit of terraform- 
ing. The catch is that you need to harvest Omega 
crystals to power your terraformer. You take 
turns moving your ship (the Daedalus) across а 
map grid and dropping your ROGUEs (Remotely 
Operated Gladiators for Ultimate Expansion) onto 
planets to harvest crystals. You are not alone in 
the galaxy, of course—the hostile Brim race is also 
bent on terraforming Tundra, and since they 
breath sulfur dioxide instead of oxygen, there 
isn't enough room on the planet for both races. 
When you drop a ROGUE onto a planet that the 
Brim are harvesting crystals from, the game 
drops you into a first-person 3D battle mode and 
lets you duke it out. 


Seed 

Developer Human Soft describes Seed as a 
"first-person platform game." That seems a bit 
confusing, especially since the game takes 
place from a third-person perspective. There 
are many trappings from both types of game 
here, including massive boss enemies (up to 
five times the size of your character), rope- 
swinging, jumping, combo moves, and real- 
time shadows. Drop by Human Soft's website 
(www.humansoft.com). m 


>>> There is definitely something Seed-y about 
HumanSoft's 3D shooter. 
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by Steve Bauman 


Last month our regular interview feature was on hiatus, and you let us know you 


missed it. So this time, we multiply the fun with a double-shot edition of "Behind 
the Games, " where we talk to the designers, programmers, and other important 


folks who help make great games happen. 


We start by looking at the games. This month's focus is on Brian Reynolds, who, 
with Sid Meier, helped create classics such as Civilization Il and Alpha Centauri. Now 
Reynolds has struck out on his own, and we're finding out what he’s up to. 

Then we take a look at the technologies that make games work. Microsoft's Ted. 


Hase talks frankly about DirectX's past, present, and future. 
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OVER THE COURSE OF THREE STELLAR GAMES, BRIAN REYNOLDS HAS EMERGED AS 
ONE of the computer gaming industry’s premiere strategy game designers. A 
Phi Beta Kappa graduate from the University of the South, Sewanee, 


Tennessee, he applied his degree in European History and Philosophy to the 


programming and design of two award-winning Sid Meier-branded games for 


MicroProse: Colonization and Civilization II. 

After working for MicroProse for six years, Reynolds co-founded Firaxis with 
Meier and Jeff Briggs. His first game for his new company was Alpha 
Centauri, one of the best-selling and beloved strategy games of 
1999. After it was announced that Firaxis would be developing 
Civilization III for Hasbro Interactive, it was assumed that 
Reynolds would be heading that project while Meier worked on 
his own project (which is currently called Dinosaurs). In something of a sur- 


prise move, Reynolds announced in February he was leaving Firaxis, and a few 
weeks later that he was forming his own company, Big Huge Games. 


In between meeting with publishers and trying to find temporary office 


space, Reynolds sat down to answer some questions about why he left Firaxis 
and what the future holds for Big Huge Games. 


V: Why did you leave Firaxis? 
It just didn't work out for me. 
In the end, it seemed like there was a better 
opportunity on my own to do the kinds of 
games I'm interested in doing, where | see the 
future of strategy gaming is heading. 


The games you've designed—Colonization, 
Civilization Il, Alpha Centauri, early work on 
Civilization ПЕ-ате remarkably similar in 
terms of their scope and the approach play- 
ers have when playing them. Did you feel 
stuck in the genre, and was there any 
desire to move on to a radically different 
type of project? 

| don't want to say | was stuck in a genre, 
but | was certainly "there" in the genre. It was 
voluntary, and | really wanted to be in that 
genre. The high point of all that was Civilization 
1, but | really enjoy doing games in that genre. 


That sort of epic strategy game? 

Exactly. And in a sense, what I’m going to do 
in the future may not be categorized as the 
exact same genre, but I'm not going to making 
some sort of grand break from the past. 


You're not going to run off a design a first- 
person shooter? 

[Laughs] No, I'm going to do strategy games 
with a broad scope, and I'm going to bring а 
lot of my experience along about what makes 
games fun. I certainly try to attract my, if you 
want to say, political base, or fans of my 
games. If there was an ideal, I'd like to recap- 
ture some of the magic of Civilization II, the ele- 
ments that made it so attractive to so many 
people without sacrificing any depth. 


If you wanted to do something like 
Civilization Il, why not do Civilization II? 


Das 


Were you not allowec 


on it because it is Sid Mei 
I wouldn't say that. There was no creative fric- 
tion at all. There was no question that Civilization 
IIl was to be my project creatively, it's just the 
structure of things wouldn't let me do what | really 
thought a "game for the 21st century” should be. 


Huge Games ۲ 
wa 

interested in m I 
broad appeal and cutti 

Images of Command 


passed through peop 
concept of р} ame 

Again, | think it kind of goes back to captur- 
ing the magic of, say, Civilization Il. 


| found Alpha Centauri c 


opposed to 
torical, setting added. 
Exactly. | think part of a board appeal is 
merely choosing the right topic, and certainly 
compared to Civilization II, science-fiction was 
a lot harder, and gave the game more of an 
esoteric feel. Everybody knows what the wheel 
is, everyone knows what mathematics is, but 
linear mathematics? Particle accelerators? 


ical calc jas m orite 
[Laughs] It's even worse when you get into 
things you kind of made up. Even the things 
that were semi-legitimate projections into 
the future of science, people just don't have 
the feel for them. You can't really play off a 
lot of what people already know, or what 
they think they know, about history to make 
a topic accessible. 

A broad appeal doesn't mean watered down. 
But | also think in this day and age it's not 
enough just to have a great single-player expe- 
rience. | also don’t think it’s enough to just 
have a great multiplayer experience; | think the 
majority of players still play single-player. But 
your hardcore fans and opinion leaders are 
demanding great multiplayer experiences. And 
that says to me you need both. 


d th eans real-tim 

More specifically, I'm saying that in this 
day-and-age, try as we might, we really didn't 
have much success in coming up with a tum- 
based game with a really satisfying multiplayer 
experience while keeping the epic scope. 

Basically, | don't want people to think I'm 
talking about a clone real-time strategy game. 
But I'm talking about a game with a significant 
real-time component. Games like Starcraft, Age 
of Empires and Command & Conquer have 


made some colossal contributions to the art of 
designing games with real-time components, 
but we're not out to say, "Oh let's make another 
of those and make the interface a little differ- 
ent, with some new art and scenarios." We 
think we have a lot of new ideas about both 
single and multiplayer experiences, and com- 
ing from our side of the strategy game indus- 
try, we think, "Why is no one doing this and 
this and this in a real-time format." Of course 
all of the guys at Big Huge Games are hardcore 
RTS addicts, so we feel like we know that genre 
pretty well from both a player and designer's 
point of view. 


aid you wanted to boost the tech- 
in your games. Do you feel your past 
re lacking in that area? 

ust say we didn't go out of our way to 
be on the cutting edge of technology. 


But looking at the most popular and best 
selling strategy games, from RollerCoaster 

e of Empires Il to StarCraft, most 
high-tech. How critical do 


hink that really is? 

You don't need to have it. | think a smash hit 
game is generally a combination of a number 
of different things coming together all in опе 
successful place. Those things can be a great 
game design, and we think we're pretty strong 
and experienced in that area. There can be 
great art design and production values. There 
can be good marketing, a good topic. And 
there can be really cool technology. 

I think where technology really helps you is 
in visual presentation, and | think that can add 
a lot to a game, especially the way games have 
been heading these days with powerful hard- 
ware. There's no denying the attraction of 
good-looking games to players. 


When you talk to Bruce Shelley [designer of 
both Age of Empires games and co-designer 
of the original Civilization], he often men- 
tions the importance of grabbing the player 
in their first 15 minutes of play. And a lot of 
that appeal, in particular with Age of 
Empires, has to do with visuals. 

I wouldn't say just that is what made it a hit 
game, of course. 


It certainly didn't hurt. 

No, it certainly didn't hurt. Not only did it 
not hurt, but it also helped significantly. But it 
was like a multiplier. 


Spoken like a true game designer. 
[Laughs] You get to take how good your 


“A strategy game has all of these systems that are all going at once and no particular 


one is necessarily that complex, but the interactions between all of those little parts is 


very hard to hold in your head. But it's important to be able to tune and balance these 


things so they feel fair and there's no silly or degenerate way to win." —Brian Reynolds 
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game design and multiply it by how good your 
artwork and your technology and your market- 
ing was. You can only get your score so high Бу 
focusing on one category, so we think that to 
compete in today's marketplace, or 2002 [which 
is likely when we'll see the first Big Huge Game], 
you need to have every element in place. 


What evolutions in your approach have you 
seen over the course of your three strategy 
games? 

I think you always get to be a better pro- 
grammer, but that really isn't the "big thing" 
for me, where 1 make the biggest mark. 

I think I've become better and better at bal- 
ancing a game. A strategy game has all of these 
systems that are all going at once and no particu- 
lar one is necessarily that complex, but the inter- 
actions between all of those little parts is very 
hard to hold in your head. But it's important to be 
able to tune and balance these things so they feel 
fair and there's no silly or degenerate way to win. 


The tank rush... 
Exactly. 


Do you think creating prototypes helps a lot? 
Oh yes, absolutely. That is the one key, cen- 


tral essential, without which we would go 
nowhere in our game design methodology. 


Not everyone does this. 

I'm not saying everyone has to do it, but 
for us, and the games we're working on, 
they're essential. There's no way to tune the 
games we do, with the number of moving 
parts and infinite replayability aspects, with 
all of the different strategies and different 
ways to win, etc.,... when all of those things 
come together, it just becomes unimagin- 
ably complex. 

This is, of course, good for the player, but 
to be able to tune something like that, you 
cannot sit down and write it own on a piece 
of paper and expect it to come out fun. You 
have to play it and revise it, and play it, and 
revise it, and take things out and put them 
back in. 

With Civilization Il, for example, we were 
playing complete games for a year before it 
shipped. And that was a sequel to known game. 
We didn't just take it for granted, thinking it 
would be easy. We spent over a year continuing 
to tune that game to take it to the next level. 
And Civilization II was the first sequel to a Sid 
game that outsold the original. 


We got a beta of Civilization II a few 
months before it shipped, and it was in ter- 
rible shape. 

With pretty much every game that I’ve been 
involved in, if you came and looked at it about 
four months before it shipped, you'd wonder, 
"what is this?" They've all looked like complete 
disasters, and they all came out pretty well. 
There's just a certain amount of coming togeth- 
er that has to happen in the last months, and 
you eventually come to expect it, and are not 
panicked by it. You get a little bit more self- 
confident with each completed game. 


Do players really realize when they say, "You 
should add this feature," how much it effects 
the overall game? 

[Laughs] After a while, you just learn to take 
it as a compliment that they care. 


What is your overriding goal for future prod- 
ucts from Big Huge Games? 

If there’s one vision we all share it’s to aim 
for the brass ring, to always try for Triple A 
quality in every category of production, and 
to build all of our business and business 
model and publisher relationships around that 
central goal. m 


BRIAN REYNOLD’S FIRST GAME WAS 
called Quest 1, and was written in 
1981 for the Radio Shack TRS-80 
during spring break. "I sold it to 
Softside Magazine (August 81 
cover) for $200, which was ап 
amazing amount of money for a 13 
year old," he said. While at the 
time it never dawned on him he 
could make a living making 
games, eventually he came 
around, landing at MicroProse in 
1991. Here's a rundown of the 
game's he's worked out, and some 
of his own stories about their 
development. 


“Му first real game! It was a 
graphic adventure, and 1 was lead 
programmer, not designing yet. 


The premise was kind of ‘Han Solo 


with a hormone imbalance’. 


"Another graphic adventure, this 
time designed by Raymond Benson 
who now writes the official james 


Bond novels. The final fight with 
the Phantom, by the way, features 
1 think Sid's best on-screen cameo 
anywhere.” 


“The last and possibly best install- 
ment of the graphic adventure, 
this marked the beginning of my 
professional collaboration with 
Doug Kaufman [who also left 
Firaxis to join Reynolds at Big Huge 
Games], which in terms of actual 
gameplay has been the central and 
most important collaboration of 


my career. The design of this one is 
all Doug’s.” 


“Started as a “spare time” project 
and eventually caught 
Microprose’s attention... my ticket 


into the world of strategy game 
design!” 


"| was living in Richmond, North 
Yorkshire, in England for most of 
the writing of this game. | guess 
the countryside view was inspira- 
tional— think this is my best 
game, and it was also the most fun 
to make." 


"This was really Sid's game (1 bal- 
anced scenarios and beat all com- 
ers at multiplayer), but he went on 
vacation for a couple weeks 


toward the end and we all worked 
around the clock to sneak stuff in. | 
got my comeuppance in kind the 
next year on Alpha Centauri.” 


"| always wondered if my degree 
in Philosophy would ever come in 
handy for something. My favorite 


vat 
(9 


part of this game was developing 
the characters and factions, and 
the Al to give them divergent per- 
sonalities and agendas." 


LIKE IT OR NOT, THE FUTURE OF PC GAMING RESTS SQUARELY ON THE SHOULDERS OF 
Microsoft. Not necessarily because of the games it produces, but because 


Microsoft controls DirectX, the way most games talk to the hardware in your 


machine. It's a group of technologies, called an API (Application Programming 


Interface), that controls the way graphics, video, 3D animation and surround 


sound is presented, and since the release of Windows 98, is now an integral part 


of all versions of the operating system. 


While the ultimate goal of DirectX was to make PC gaming more console-like, 
Microsoft has taken its fair share of lumps during the APIs development. There 


have been frequent updates (though the actual number has been decreasing over 
the years), lots of problems with drivers and it hasn't completely fulfilled all of its 
promises. But with Version 8 coming out later this year (and the likelihood that it 


will also serve as the API for a PC-based console system), it's getting closer. 


We spoke with Ted Hase, the Group Program Manager for DirectX at Microsoft, 


about the API's future and how it will impact PC gaming. 


CGW: DirectX 8 is scheduled for release this 
Fall. What are some of its new features and 
why are they significant to gamers? 

Ted Hase: It has always been Microsoft's policy 
not to publicly discuss unreleased products, but 
suffice it to say that there will be significant 
performance and scalability improvements in 
the areas of graphics, networking and audio. 


What do you think is most significant 
and why? 

All three areas are significant for different 
reasons. We are, once again, very close to 
crossing another generational boundary in 
graphics processor design. The next generation 
of graphics chips from partners like NVIDIA, S3, 
Matrox, ATI and 3dfx once again push the 
envelope and reassert new thresholds for fea- 
ture and performance. The Direct3D API in 
DirectX 8 provides the semantic abstraction 
that will allow developers to harness and put to 
use these advanced graphics capabilities. 
Sound and networking support on most cur- 
rent and next generation consoles appears to 
be rather anemic and clearly defines an area of 
competitive advantage for the Windows plat- 
form. Our advancements in networking and 


once again push the envelope and reassert new thresholds for feature а 
The Direct3D API in DirectX 8 provides the semantic abstraction that will a 


audio should cement the Windows platform's 
lead in these areas. 


Is there some overriding goal for the DirectX 
team for each revision, or one that encom- 
passes the entire project? 

It’s very easy to forget that computer gam- 
ing is a business, with each individual software 
and hardware company left responsible for 
advancing their own respective positions in 
order to create profit. This free-for-all could 
very easily descend into competitive chaos in 
the absence of a stable and coherent platform 
binding the two factions together in a relation- 
ship of mutual dependence. 

In this analogy Windows is the galvanizing 
platform and DirectX is the catalyst that binds 
the hardware to software in a symbiotic dance. 
As such, the DirectX team’s role is to prevent 
entropy in the marketplace by harnessing all of 
this energy, focusing it, and then using it to 
drive the entire industry forward. The DirectX 
team can exercise this leadership in two ways: 
as an innovator and as an arbiter. The DirectX 
team will step їп to fill voids that exist in the 
current technology spectrum—DirectMusic is a 
great example of this type of activity. 


"The next generation of graphics chips from partners like NVIDIA, S3, 


Additionally the DirectX team, through the API, 
often establishes industry priorities and facili- 

tates good communication between the hard- 

ware and software developer. 

So, the overriding goal for the DirectX team 
is delivering the right technology at the right 
time while the DirectX team zeitgeist is to solidi- 
fy the Windows platform as the platform for 
growth and opportunity for both software and 
hardware developers alike. 


Are there any plans to retro-fit current 
Microsoft games to showcase any of the new 
technology, or will they just be present in 
future games? 

I'm not a spokesperson for the Microsoft 
Games group so I'm not qualified to speak 
about our internal philosophy regarding our 
title portfolio. | do think that this is a very inter- 
esting question and begs a deeper analysis of 
this notion of backward compatibility in perpe- 
tuity. Do we continue to perpetuate the desktop 
application model, which demands complete 
backward compatibility, or do we view 
Windows games as entertainment content that 
parallels other forms of entertainment content 
such as music or film? 

In a traditional sense most entertainment 
platforms leave content behind as technology 
advances. LPs gave way to 8-track, cassette, CD 
and now SACD or DVD-Audio. First there was 
Betamax followed by VHS, LaserDisc and now 
DVD. All of the consoles extant have left behind 
content with each successive generation. 

So, to return to your question, while it's 
technically feasible to retrofit titles to leverage 
current technology it might not make sense 
from a business standpoint. 


Though Direct3D has been making great 
strides over the years, some developers say 
that OpenGL is preferred for development, 
particularly if they want their game to be 
cross-platform. Why didn't/hasn't Microsoft 
use(d) OpenGL? 

I've always been totally amazed at the 
hyperbole implying imaginary tension between 
these two 3D APIs. Both APIs are supported on 
the Windows platform and are ideal Windows 
citizens. All ISVs are called upon to make a 
choice between the two based on their own 
assessment of their business needs. | have to 
believe that a development shop would base 
this decision on a pragmatic assessment of 
their own business requirements and not on the 
basis of some religious or personal bias. Having 
said that, it is clear that both APIs best serve the 
needs of two distinct communities—while there 
is some overlap, I'm always surprised that peo- 


to harness and put to use these advanced graphics capabilities." —Ted Hase 
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Direct X's shining stars 


IN OUR NORMAL MONTHLY INTER- | 
view, we have the designers give 
anecdotes about their past games. 
Since this isn't particularly relevant 
this month, we asked Hase to pick 
some significant DirectX games. 
"These are titles that I believe 
identify Microsoft Windows as a 
premier gaming platform," he 
says. "Much of this work is truly 
innovative and showcases some of 
the rich capabilities of DirectX on 
Windows. These also happen to be 
my own personal favorites." 


game that tested the waters with 
"impulse buy" pricing." 


Unreal—tpic Games 
(1997-1999) 


"Consistently pushes the enve- 
lope to produce superior graphics, 
a near perfect gaming engine, 
awesome tournament design, et 
cetera, et cetera." 


SimCity—Maxis (1989-1999) 


StarCraft—Blizzard 
Entertainment (1998) 


“Created a major business and a 
huge fan base from subject matter 
that touches everyone.” 


Command & Conquer— 

Westwood Studios 

(1995-1999) 

"| could pick pretty much any 
Blizzard title, and almost selected 
Diablo because it was in my opin- 
ion the first “glam” game [for 
Windows], but you just cannot 
ignore StarCraft’s popularity, inno- 
vative gameplay and creative use 
| of multiplayer.” 
“The original real deal. ‘nuff Half-Life—Valve (1998) 
said!” 


Deer Hunter—WizardWorks 
(1997) 


“Stellar game design carries this 
title straight to the top of the heap.” 


EverQuest—Verant (1999) 


“Rolled out when many other 
game companies were pitching 
technological wonders with tons of 
effects, lots of flash and cash and 
abysmal gameplay. It was nota 
miracle of technology, nor was ita 
“Titanic” production. All it did was 
sell, sell, sell. Additionally it re- 
introduced the effectiveness of 
games targeted to a particular 
niche audience and it was the first 


“This is multiplayer online gam- 
ing done right. These guys really 
nailed it.” m 


ple find it newsworthy to talk about that relatively small intersection. 
Actually, this issue is quickly becoming self-resolving as more game 
developers look at synergistic game design as opposed to having a 
graphics-bias. The seamless interplay between graphics, sound, network- 
ing, and input to create a more immersive experience is becoming much 
more important than any single technology area. This has always been the 
fundamental design philosophy behind the DirectX API—creating that syn- 
ergy among cooperating components of the total gameplay experience. 


Would having Quake X utilize Direct3D be some sort of coup for the 
DirectX team? 

1 don't think this is something that the DirectX team loses sleep over. 
The fact is that with over 90% industry adoption, the DirectX API is one of 
the most successful Win32 APIs that Microsoft has ever released. This is an 
accomplishment the DirectX team is very proud of. Id Software also has a 
long history of great work, and John [Carmack, founder and lead pro- 
grammer] has compiled a legacy that few in the industry can match. Isn't 
it simply enough to say that John develops for the Windows platform and 
that Quake is a great Windows title? 


Is there any interest at Microsoft in making DirectX work with any 
other operating systems (MacOS, Linux, BeOS)? 
No. 


It seems as if everyone is talking about the incredible power of the 
PlayStation 2. If past history is any indication, the PC will eventually 
catch up and pass the machine. How long do you predict this will 
this take? 

The press has been referring to PlayStation 2 superiority as if it is fait 
accompli. Currently Windows far exceeds the capabilities of the 
PlayStation 2 in audio and networking. | would guess that it wouldn't take 
more than one generation for hardware companies to surpass the 
PlayStation 2 in graphics performance. 


Over the course of its years of existence, DirectX has been both a 
boon and a bane. The early years of constant driver issues have 
given way to near plug-and-play gaming. For some people. The 
angry gamer needs to blame someone for why their game doesn't 
work. But who's to blame? Microsoft? Windows? DirectX? The hard- 
ware vendor? The driver programmer? The game company? 

Sorry, I'm not in the blame business. We all rely on this industry to 
ensure our successful existence, therefore we all have a vested interest in 
reducing the number of barriers blocking our industry's growth. Because | 
believe that the "angry gamer" isn't inclined to seek out a single scape- 
goat, the burden of the "angry gamer" rests equally on all of our shoul- 
ders. There are no winners when a title doesn't perform up to expecta- 
tions. Everyone associated with this business realizes that we have more 
work to do, but as you've accurately pointed out we are getting closer to 
that Holy Grail of plug-and-play gaming. 


But we all have rather short memories, don't we? No matter how 
much people complain about Windows gaming, it's still significantly 
better than the days of DOS, Extended/Expanded Memory, multiple 
CONFIG.SYS files, loading CD-ROM drivers in high memory, right? 

I think so, don’t you? It's also significantly better in the areas of graph- 
ic realism, sound and music reproduction, immersive gameplay, multi- 
player gaming options, versatile input devices, increased appeal to a 
broader audience, and gamer-specific community building through con- 
tent related outlets. 


Is Microsoft taking steps in future versions of Windows and/or 
DirectX to ensure that more applications "just work" and don't 
require driver upgrades or patches? 

The ultimate goal for Microsoft is to bring about a "console-like" expe- 
rience for gamers on Windows. However, unlike on the console, PCs evolve 
independent of the OS and software that it hosts. It is impossible to pre- 
dict the next revolution in hardware, so in order to accommodate seamless 
adoption of this rapid technological innovation Windows needs to evolve 
as well. The need to update/add drivers or apply patches will always be 
necessary—the alternative is a closed box and restricting the end-user's 
freedom of choice. 


Now you 
have the 
POWER to 
SUPER-size! 


Jump to the next level 
of computer gaming. 


Take Computer Games magazine 
(already a great value) 

and SUPER-size it to the BONUS EDITION 
with 96 PAGES MORE in each issue: 


from hard- 


SZ 


r games with more tips and cheats 


ing worlds with special feature articles 


Use yo 
your current subscription. 


-Size to the BONUS EDITION for just $1 per issue remaining on 


Call toll-free 1-800-283-3542 or 760-745-2809 or FAX 760-745-7200 and 
use your credit card to start getting all the BONUS EDITION issues right away. 


Or, fill out the attached card and mail it to extend your subscription with 12 issues of the SUPER-sized 
BONUS edition for just $19.99 (US). We'll gladly bill you later. 


12-issue BONUS edition prices: 
S 


Non-US orders must include payment with order. 


* JUNE 2000 


COMPUTER GAMES 


frequently 


asked questions 


Is OpenGL doomed? 


t's all due to Quake, you realize. In order for OpenGL to have even become a 


viable API for game graphics, some really big monstrous game had to come 


along and demand support for it. Otherwise, it would just be far too easy 


for hardware developers to ignore. Really good OpenGL drivers are hard to 


make, and nobody would bother to do it for a game like Mortyr. Quake, on the 


other hand, was huge. Sure, you could play it in software mode (most people 


probably did at first), and before there was 
GLQuake there was a custom version for the 
Rendition Verite 1000 called VQuake, but once 
you saw GLQuake on a Voodoo Graphics card, 
there was no turning back. This was the future. 

It doesn't hurt that the Quake engines are 
often licensed for other very high-profile 
games. If you don't make good OpenGL drivers 
for your 3D card, you don't just miss out on the 
Quake games, you miss out on Half-Life, Sin, 
Heretic Il, Voyager: Elite Force, Soldier of 
Fortune, etc. There have been other games to 
use OpenGL for their 3D acceleration, but let’s 
face it, if it wasn’t for the Quake engine jugger- 
naut, they would have been Direct3D titles. 

Back in the beginning, OpenGL was just а 
better АР! for 3D graphics. Even most OpenGL 
games use DirectX for sound and input, but 
developers found the simple abstraction and 
clean organization of OpenGL far superior to. 
Direct3D. Over the years, Direct3D has steadily 
added feature after feature, all the while 
becoming easier to use and better-organized. 
We probably have OpenGL to thank for much of 
that. Still, with DirectX 8 just around the comer, 
do we even need OpenGL anymore? 

Many developers don't think so. Most of 
them already use Direct3D because DirectX 7 is 
far easier to work with that previous versions, 
and DirectX drivers for video cards are typically. 
far better than their OpenGL counterparts. Right 
now, OpenGL still offers some features Direct3D 
doesn't (and vice versa), but will that be true in 


DirectX 8? More importantly, as video card 
technology pushes into new ground, can 
OpenGL keep up? 

For years now, 3D acceleration on computers 
has been following the model of “let’s do what 
SGI machines have always done, in real-time.” 
Well guess what—from a practical game-mak- 
ing point of view, we're pretty much there now. 
For the first time since 3D acceleration hit the 
home PC scene, companies designing new 
video chips have to try to answer the question 
of "what do we accelerate next?" 1'11 tell you 
this...they're not looking at OpenGL for 
answers. In order for software developers to 
make use of the cool new features in video 
cards, they have to be supported in a widely 
accepted API. OpenGL simply isn't changing 
fast enough to be worthwhile. 

DirectX changes once a year. Every spring, 
the DirectX team at Microsoft unleashes a new 
beta development kit for the next version of 
DirectX, and in late summer or early fall, it's 
available as a download for end users. OpenGL 
changes as often as its goveming body deems 
it necessary. OpenGL is governed by the 
Architecture Review Board, which is made up of 
representatives from lots of different companies 
who have been in the 3D graphics scene since 
before there were 3D accelerated games. This is 
its crucial flaw—the ARB doesn't want to make 
yearly changes in their nice stable never- 
changing API just to incorporate some little fea- 
ture that helps out game developers. They've 


SN TIRE TOPE i by Jason Cross 


got big workstation vendors to worry about, 
and their focus is on 3D Studio Max and Maya, 
not Quake. Several game developers have cried 
for improved texture management functions in 
OpenGL for some time now. Where are they? 

With DirectX 8, we're starting to see some 
really interesting features that many game 
developers are going to be excited about. It 
used to be that once you sent something off to 
the video hardware to be accelerated, you lost 
control of it. The Direct3D component of DirectX 
8 starts to change that, with features like "pro- 
grammable pixel shaders." It's supposed to be 
easier to use than ever before, and faster, too. If 
you're a developer starting a project now, 
knowing that it won't be released for 18-24 
months, would you bank on Direct3D's ability 
to keep up with the hardware developers, or 
with OpenGL? Our guess is that when the 
DirectX 8 beta software development kit 
becomes available this spring, lots of program- 
mers are going to look at what's there and 
never want to look at OpenGL again. 

Sure, there are still some good reasons to use 
OpenGL. DirectX is only for Windows-based PCs 
(and X-Box), so if you want to make a Mac or 
Linux or BeOS version of your game, you don't 
have a lot of choice. OpenGL may be pretty slow 
to adopt new features that game developers 
may want, but that has a good side—there's not 
likely to be any significant change in OpenGL 
throughout the course of a two-year develop- 
ment cycle. Even if the Direct3D component of 
DirectX 8 proves to be as easy to use as OpenGL, 
developers have the benefit of years and years 
worth of books, papers, code samples, and 
tutorials on OpenGL's use. 

For most developers, it's already a non-issue. 
The vast majority of the 3D accelerated games 
on the market use Direct3D. The question is, are 
the last supporters of OpenGL going to call it 
quits? Will there be enough good stuff in 
DirectX 8, or 9, to convince John Carmack to 
switch from OpenGL? Or will the cross-platform 
crusade keep the company using what is 
increasingly becoming a dated API? What 


Y 
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about Dyanmix—Tribes used Glide and later 
added OpenGL, and Tribes 2 is targeting 
OpenGL specifically. 

I'd like to know what you developers out 
there think. If you have OpenGL experience and 
have gotten your hands on the DirectX 8 beta 
SDK, drop me a line at jcross@cdmag.com and 
let me know how you see the future of OpenGL 
playing out. ш 


What is the difference between "megapix- 
els" and "megatexels?" 


Our Q&A section gets one question so often, 
and it is mirrored so often in the online forums, 
that | thought it would be worth devoting an 
entire edition of the Q&A section to it. Mega- 
pixels and megatexels are units often used to 
describe the fill rate of a video card—a mea- 
surement of how fast the video card can draw 
textured pixels to the screen. Before we talk 
about megapixels and megatexels in the con- 
text of fill rate, we should talk about what pix- 
els and texels are. 

Pixel is short for picture element. In simplest 
terms, it's one dot of your screen. If you're run- 
ning your desktop or game at a resolution of 
1024x768, for example, then your screen is 
divided into 1024 columns and 768 rows of little 
dots of light. That's a total of 786,432 pixels 
that make up your display. Each one is so close 
to its neighbor that they appear connected. 

Texel is short for texture element. It is one 
dot of a texture—it might help to think of it as 
"one pixel of a texture" but that's really inac- 
curate. After all, one point of color of a texture 
can cover many of the screen's pixels. 
Obviously, texels only exist in 3D games that 
use textures, which these days is nearly all of 
them. Figure one is a screen shot from Quake III 
Arena with the texture resolution tumed down 
and the filtering off to make the texels very 
apparent. Notice how the blobs of color on the 
right are quite large, where one texel covers 
many pixels. At the left, the more distant wall is 
covered with texels that cover only one or two 
pixels each, making it appear less blocky. 


Т 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
П 
П 
1 
1 
i 
1 
П 
1 
1 
1 
П 
1 
1 
П 
1 
1 
1 
1 
П 
1 
1 
1 
1 
П 
1 
П 
1 
П 
П 
1 
П 
1 
1 
1 
1 
1 
1 
П 
1 
П 
1 
П 
1 
П 
1 
1 
1 
1 
1 
П 
1 
1 
1 
1 
1 
1 
П 
1 
П 
П 
1 
1 
П 
П 
1 
П 
1 
1 
П 
1 
П 
1 
П 
1 
1 
П 
1 
1 
1 
П 
1 
1 
П 
1 
П 
1 
П 
1 
П 
1 
1 
1 
1 
П 
1 
1 
1 
1 
1 
1 


Normally, bilinear or trilinear filtering is used to 
mask the blocky nature of large textures by 
"smoothing them out" with nearby texels, pro- 
viding a more blurry but less blocky look. 

If a pixel is one "dot" of color of the actual 2D 
screen, and a texel is one "dot" of color of the 
textures in a 3D scene, then what are video card 
companies talking about when they refer to 
their fill rate in megapixels or megatexels? 
Megapixels refers to the number of "millions of 
pixels" that a video card can draw to the screen 
per second (mega = millions). If a video card has 
a fill rate of 500 megapixels, it can draw 500 
million pixels to the screen in one second. Video 
card fill ates are almost always listed as a theo- 
retical maximum that the hardware could 
accomplish under ideal conditions, which usual- 
ly amounts to one pixel per clock cycle for each 
pixel processing unit of a video card. Our 500 
megapixel video card may run at 125MHz (mil- 
lions of cycles per second) and have four pixel 
processing units. 500 megapixels seems like an 
awful lot—that’s enough to draw a 1024x768 
screen 635 times a second! In reality, drawing a 
pixel to the screen usually involves reading to 
and writing from memory, waiting for the CPU 
to finish processing something, and many other 
factors that make a "real world” fill rate quite 
different from the theoretical maximum. 

Most modem games don't draw each pixel 
just once, though. They're usually drawn sever- 
al times, adding effects in layers. The "final 
pixel" you see on the screen may be a combi- 
nation of the base color texture of the surface 
(like the "brick" texture on a wall), a texture 
representing light or shadow, a color for a fog 
effect, and a color for a highlight effect like the 
shiny reflection on the bumper of a race car. 

The term "megatexel" came about with the 
introduction of the Voodoo2. The Voodoo2 was 
the first consumer card to be able to combine 
two texture elements to a single pixel at the 
same time. So while the Voodoo2 has a fill rate 
of 90 megapixels, that doesn't accurately 
reflect its speed. Other video cards that can 
only apply one texture to one pixel at a time 
would need a fill rate of 180 megapixels to 
match the speed of a Voodoo2 in any game 


Fig 1: This screen is 640 pixels wide and 480 pixels high. Note the large texture elements at right, each 
many pixels in size. 


where multiple textures were blended together 
on a single pixel. So the marketing term 
"megatexels" was coined to describe how many 
texture elements could be applied to a pixel in 
a second. The Voodoo? has a fill rate of 90 
megapixels, but 180 megatexels. Unfortunately, 
it's a misleading term. You would think that if 
"megapixels" is the millions of pixels you can 
draw in a second, then "megatexels" is the mil- 
lions of texels you can draw. But megatexels 
has nothing to do with how many texture ele- 
ments a video card can draw, just how many 
can be applied to pixels. 

A better term to use would be "dual-textured 
pixels," dividing the "megatexels" fill rate of a. 
video card by two, or even "quad-textured pix- 
els," dividing the rate by four. A Voodoo3 3000, 
which has a fill rate of 166 megapixels or 333 
megatexels, would be said to draw 166 million 
pixels a second, and 166 million dual-textured 
pixels as well. The GeForce 256, which can draw 
four pixels at a time but only apply one texture 
element to them, has a fill rate of 480 megapix- 
els and 480 megatexels—240 million dual-tex- 
tured pixels per second. m 


Aureal Loses Staff — Aureal Semiconductor, 
the company responsible for the Vortex 2 
processors found in many sound cards and 
the A3D sound standard, recently announced 
the resignation of all of its executive officers, 
along with all senior staff members. The 
Board of Aureal stated that it is seeking 
replacement or turnaround management and 
is considering all necessary actions to either 
sell the Company or its assets or wind down 
the Company. It is unknown at this time 
whether or not the company will be bought, 
and what level of future support those with 
Vortex 2 sound cards can expect. 


Volume Texture Compression — NVIDIA 
and Microsoft announced the adoption of 
NVIDIA's technology for Volume Texture 
Compression (VTC) for the Microsoft DirectX 
API. One of the key areas that Microsoft will 
concentrate on is 3D graphics in Internet: 
content. The next version of DirectX will be 
enhanced to utilize VTC technology for acceler- 
ation of 3D Internet content. More information. 
on VTC can be found at www.nvidia.com. 
Although not stated in the announcement, it 
is also expected that more integral support 
for NVIDIA based graphics cards will be 
added to DirectX as well. The VTC format is 
currently proprietary to NVIDIA based cards. 


AMD and Intel hit 1GHz — It certainly 
didn't take long for AMD to ship a 1GHz ver- 
sion of its Athlon processor...it was released 
early in March, with Intel’s 1GHz Pentium III 
processor released only days later. The chips. 
from both companies are pricey and volume 
is fairly low, but prices are expected to fall 
as volumes increase over the next few 
months. Both companies previously stated 
that they didn't expect to ship 1GHz chips 
until the second half of the year. ш 
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That's a lot of animated butterflies. Note the reflections in the water. 


MICROSOFT'S X-BOX 


“What market do you want to dominate today?” 


t's got a 600MHz x86 CPU, 10/100 Ethernet adapter, hard drive, and NVIDIA 
graphics chip. It even runs on a Microsoft operating system. But it's not a 
computer; it's a console system, set to compete against Sega's Dreamcast, 
Sony's PlayStation2, and Nintendo's Dolphin. It is the X-Box, one of the 
worst-kept secrets in recent history, and it was finally unveiled during Bill 
Gates' keynote address at the Game Developer's Conference this March. Sure, 
everyone already knew it existed—the news of Microsoft entering the console 
gaming business was too juicy not to leak out—but there were still far too many 
contradictory rumors and unanswered questions. What was revealed at GDC 
answered many of them, but many remain. With what we know, we can safely 


say this: Microsoft is a contender. 


by Jason Cross. 


The Pitch 
Gates' GDC keynote address opened with a run- 
down of DirectX 8, and though an impressive 
Freelancer demonstration was quite a highlight, 
everyone was really there to hear about X-Box. 
When he finally confirmed its existence, he 
revealed the modest tagline for the project: 
"The Future of Console Gaming." What followed 
was a flurry of slides detailing some of the tech- 
nical aspects of the machine, including one 
very impressive slide comprised solely of a one 
followed by twelve zeros—this represented the 
number of instructions per second the NVIDIA- 
made graphics chips will process. That's a tril- 
lion operations per second, a pretty impressive 
number that generated dumbfounded stares 
throughout the auditorium. 

What would the announcement of a new 


console be without a few tech demos, even if 
the system were 18 months away from release? 
Microsoft brought out its Manager of Advanced 
Technology, Seamus Blackley, to run a few 
demos on a prototype unit set up on stage. The 
unit was an upright X-shaped box with a glow- 
ing green orb in the center, and certainly does- 
n't represent the final form factor of the unit. 

Nor does it represent the final unit specifica- 
tions, as the graphics chip used in X-Box won't 
be available for probably a year or so. Instead, it 
used the current top NVIDIA processor, the NV- 
15, which should be available in PCs this spring. 
One real-time demo was a 3D desk full of toys 
and trinkets, which demonstrated some impres- 
sive lighting and shadowing effects, along with 
complex models and detailed textures. It was 
impressive, but the ping-pong demo was more 
interesting. A room lined with a grid several 
hundred mouse traps, each with a ping-pong 
ball with an "X" painted on it, was brought on 
screen. Blackley flew around the room, finally 
throwing a ping-pong ball in it, which set off a 
chain reaction of flying balls and traps that was 
a sight to behold. It's not the large number of 
polygons, high frame rate, or texture detail that 
let you see the grain in the wood on the traps 
that impressed, it was the loads of physics calcu- 
lations and massive collision detection that was 
happening at the same time. 

The final real-time demonstration was а 
small garden, complete with reflecting pool 
and flowers rendered in such detail that you 
could see the veins in the petals. The impressive 
part of this demo was the literally hundreds of 
detailed butterflies that started to populate the 
area, some landing on plants or the ground, 
some flying in swarms, each with its reflection 
in the water. Bear in mind, of course, that we 
don't know what was inside this on-stage 
demo unit besides an NV-15 chip that repre- 


sents about an eighth of the final X-Box graph- 
ics chip's power. You could plainly see that the 
unit wasn't secretly hooked up to a huge 
graphics workstation, but until demos are run 
on a "real" X-Box, they should be taken with а 
grain of salt. 

Blackley was quick to point out that the NV- 
15 powering the demo unit, "has about 10 per- 
cent of the final performance of the X-Box." To 
underscore this, there were two pre-rendered 
simulations shown, each put together by а 
team of artists following certain limits for poly- 
gon count, texture memory, lighting, and fill 
rate requirements that should be "easily 


Lots of polygons means lots of character detail. 
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Dragon Board 1 & 2, 
Simple Board 
Larger Board — 7x7 
Medium Board — 5x5 
Small Board — 3x3 
Super Chinese Checkers 
Hasami Shogi 
Hasami Shogi 
War Variation, 
Solitaire: Star 
Points 
Star A 
Star B 
Checkers 
Checkers 
Double-Back 
Losing 
NW Diagonal 
NE Diagonal 
Checkers 10x10 (15 men) 
Checkers 10x10 (20 men) 
Reversi 
Criss-Cross: 4x4, 6x6, 
в (Othello), 10x10, 
12x12, 14x14 
Go—Moku 
10-tine Go-Moku 
15-line Go-Moku 
15-line Ninuki-Renju 
19-line Go-Moku 
19-line 3 player 
19-line 6-in-a-row 
19-line Ninuki-Renju 


...plus another six 
feet of games 


Z Zillions 
Development 


Awarded a “5 Cows" rating by Tucows 


"Think of it as the Folgers Crystals of AI: Add rules, 
stir, and you have a fully-caffeinated opponent ...”” 
— T. Вуй Baker, Computer Gaming World Magazine 


“Tf you like classic board games, this is Zen.” 


— Games Weekly Magazine 


“ће most surprising CD, and I do mean pleasant, 
to grace this reviewer's desk this year.” 


— Terry Peters, Serious бате 


rs 


“...this is the nearest you're going to get 


to paradise.” 
— Mike Fox, CHESS Magazine 
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achievable on the X-Box architecture,” accord- 
ing to Blackley. The first was of a large robot 
that followed the fighting moves of a futuristic 
punk-girl, and the second was a flavorful glow- 
ing endorsement from Ready to Rumble's Afro 
Thunder. Both drew quite a bit of applause 
from the audience, and though they are just 
simulations, the prospect of games that look 
like those videos is exciting. 


The Hardware 

What will it take to enable games where the 
gameplay looks like the pre-rendered cut 
scenes in today's games? Microsoft has an idea, 
but to hear them talk, the focus is all on easier 
game development, not just polygons and 
megapixels. It was mentioned more than once 
that X-Box is a console designed by game 
developers, made to be much more easy to pro- 
gram for than current console systems and 
much more stable than today's PCs. 


FIVE X-BOX ADVANTAGES 


Easy Development: Writing Windows- 
1 based x86 applications and using 

DirectX 8 is infinitely easier than dealing 
with some of the obtuse custom hardware in 
most consoles. Top that off with cheap 
development kits, a huge existing library of 
development tools, and a static hardware 
platform, and you’ve got a software devel- 
oper’s dream platform. 


puter nerds hate Microsoft, but these 

are the same guys lining up at the store 
for the latest release of Windows. The gener- 
al public buys many products just because 
of the Microsoft name—it's just assumed to 
have the broadest support. 


2 The Microsoft Name: Sure, lots of com- 


mixed game publishing business in the 

past, but the games it currently has in 
the pipe look truly great. Mechwarrior 4, 
Mech Commander 2, Motocross Madness 2, 
Midtown Madness 2, Dungeon Seige, 
Starlancer, Freelancer, Crimson Skies... who- 
ever said Microsoft doesn’t have promising 
first-party development? 


3 Microsoft Games: Microsoft has had a 


Ethernet and hard drive. Just plug in 

your cable modem or DSL and go! If 
Microsoft can make downloadable demos 
and exciting game updates a reality early 
on, with online multiplayer games soon to 


l Ready for the 'Net: It's got the 


- follow, it could trump the Dreamcast's 56k 


modem or the PlayStation2's upgrade- 
required Internet plans. 


tem's specs make for a mighty impres- 

sive console. If they can deliver on 
their promise, they'll have visuals that are 
noticeably better than the competition, 
great audio, plenty of memory, and plenty 
of CPU for console applications. 


5 Hot Hardware: Let’s face it, the sys- 


At the heart of the unit is a 600MHz x86 
processor provided by Intel. It's been called a 
Pentium Ill-class chip, but it will be a custom 
design for the X-Box. It's unknown if it will be 
based off the upcoming Willamette core Intel 
plans to introduce in PCs later this year or the 
current Pentium III architecture, nor how the 
design will differ from its PC counterpart. The 
presumption is that more will be done to deal 
with energy consumption and heat dissipation, 
as necessitated by the small confined form fac- 
tor of a console system. 

If the Intel CPU is the heart of the unit, the 
NVIDIA graphics processor is the soul. They 
claim it will be the first processor to deliver a 
trillion operations per second. It boasts 467 
floating point operations per clock cycle and a 
rate of 300MHz, for a total of 140 gigaflops. 
This translates into some rather impressive 
specs: 300 million triangles per second (halve 
that number if they're textured and lit), a fill 
rate of nearly 5 gigapixels, support for various 
texture compression formats, programmable 
per-pixel shaders, you name it. If they only 
manage to deliver half the promised spec for 
the X-Box’s graphics chip, the system would 
still be two or three times as powerful as a 
PlayStation2—at least on paper. 

Little is known about the audio processor, 
except that it will be compliant with the Interactive 
3D Audio Level.2 spec, so we can expect quality 3D 
sound with 64 simultaneous voices, AC3 encoded 
game audio, and all the other perks associated 
with modern PC sound cards. The provider of the 
audio chip hasn't yet been announced. 

Tying this all together is 64MB of DDR RAM at 
200MHz. This will deliver an impressive 6.4 
gigabytes per second of memory bandwidth, 
which would most certainly be necessary for 
such intensive graphics. The system uses a uni- 
versal memory architecture, which lets all com- 
ponents share the same 64MB, and applications 
developers can split it up any way they want. 

For networking, the X-Box includes a 10/100 
Ethernet port. Microsoft hasn't announced any 
sort of online gaming network plan or specific 
support for DSL or cable modems, but current 
broadband connections are typically device ! 
independent, merely plugging into ап Ethernet | 
port on your computer. The X-Box hardware is ! 
all ready for broadband Internet access. т 

As one would expect with a unit scheduled to — | 
ship in fall of 2001, data will be read off a 4x ! 
DVD-ROM drive. Naturally, you'll be able to pop ! 
in a DVD movie and get automatic playback. ! 
Microsoft made mention of a special proprietary | 
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Sleek lighting effects at work, courtesy of the 
NV-15 graphics chip in the X-Box demo machine. 


If you had a room like this, you wouldn't be 
able to resist setting it off either. 


If a 600MHz processor and 64MB of RAM 
seem a little on the weak side for a gaming sys- 
tem hitting the market in fall of 2001, remember 
that this is a console. There's no OS overhead, 
and applications are tuned for a single specific 
hardware spec. Sure, you can never have 
enough CPU power or enough ram, but consider 
that the current console leader, PlayStation2, has 
à 300MHz CPU and 38MB of RAM, as well as no 
hard drive for virtual memory tricks. 


100% Pure Console 

Many people have seen the list of such obvious- 
ly PC-derivative parts and been concerned that 
the many of the problems of the PC will plague 
the X-Box, or that X-Box is set to be another 
Pippen-like “all-in-one set-top device” disas- 
ter. In speaking with Microsoft, it was quick to 
point out on several occasions that X-Box is 
purely a console in the strictest sense. 

Will we “boot up” the system and be present- 
ed a desktop from which we launch installed 
games? Heavens, no! The X-Box will use a small 
(-500K) Windows 2000 kernel that exists to 
boot up the machine, provide file access, and so 
on. All other components will be read off the 
game disc, so there will be very little operating 
system overhead—if your game doesn't include 
networking, it's not even on the DVD, and not 
loaded. Just like with current console systems, 
you'll simply put a disc in the drive, and the 
game will come up. End-users should never 
even know that the system is Windows-based. 

Don't expect the kind of patching we deal 
with in PC games, either. All software will go 
through a rigorous certification process, as with 
software for current console systems. Having a 
fixed platform will eliminate the majority of 


audio/video connector, which should make the 
unit ready for HDTV and possibly computer mon- 
itors, but no firm details have yet been revealed. 

Perhaps most interesting is the inclusion of 
an 8GB hard drive. No, you won't be installing 
games to the hard drive as you do on PCs now, 
but this space will be used for game updates 
(think "new team rosters for sports games" or 
"new characters for fighting games" not 
"patches"), virtual memory for games to stream 
in audio or texture data, or even for download- 
able demos. It probably won't be a primary 
place to store saved games, since an 8MB mem- 
ory card has also been announced. As with the 
RAM and audio processor, the hard drive sup- 
plier hasn't yet been announced. 
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A close-up of the desk shows the reflections in 
the clacking balls, and the detail in the text on 
the book and keyboard. 


е swarm forms a pulsing, fluttering "X" in the sk 


bugs and patching we deal with on the PC, but 
Microsoft simply won't approve the release of 
software that isn't rock-solid. 

Software publishing practices for X-Box will 
follow the common console closed-market 
approach, rather than the open market PCs 
enjoy. Software must be approved by 
Microsoft, certified before release, and there 
will be a royalty on each unit sold. It's an iden- 
tical situation to what Sony, Sega, and 
Nintendo require to publish for their platforms. 

The system will have four controller ports; the 
controller that will ship with the unit is being 
designed by the SideWinder group, and is 
reported to be something similar to PlayStation's 
familiar Dual-Shock controller. Don't expect а 
keyboard and mouse—they will be optional 
peripherals at best, as with Sega's Dreamcast. 
There will be a third-party controller program 
in place, so those that prefer controllers from 
Interact or Mad Catz should be satisfied. 


What About Software? 

Consoles are made or broken on software sup- 
port. Software and marketing made Sega sell 
more $аїигп in its first few months than Sony's 
PlayStation, and made PlayStation ultimately 
triumph. Microsoft certainly realizes this, and 
that's why it unveiled the system 18 months 
early at a conference for game developers, 
before all the little details have been worked 
out—it wants widespread industry support for a 
strong launch. Several developers and publish- 
ers have come through pledging support for 
the X-Box, including Electronic Arts, Hasbro, 
Acclaim, Activision, Eidos, Lionhead Studios, 
Bungie, Sierra Studios, and Midway. Console 
fans will be relieved to know that major 


Japanese developers like Konami, Capcom, 
Koei, and Namco have also signed on. 

With such obvious PC heritage, will the X-Box 
be little more than a porting house for PC 
games? Microsoft is doing its best to keep that 
from becoming the case. It's trying to line up 
exclusive titles, and new versions or sequels to 
popular console games (Activision has said that 
a Tony Hawk: Pro Skater game for X-Box is like- 
ly, for example). Naturally there will be some 
crossover—we can't expect a game like John 
Madden Football to appear solely on X-Box. 

Microsoft has been clear that X-Box won't be 
dumping ground for every PC game that's a hit. 
Even within its own library, it's avoiding ports of 
PC-centric titles like Age of Empires. We probably 
can't expect a Mech Commander port to the con- 
sole either, but Midtown Madness and Motocross 
Madness are franchises well suited to the console 
market. You can absolutely forget about buying a 
single DVD-ROM that has both X-Box and PC ver- 
Sions of a game on it. Due to the strong encryption 
scheme required on every X-Box DVD, you won't 
be able to read them in a PC in the first place. 

Keeping the PC crossover low seems at odds 
with one of the primary strengths of the X-Box, 
which is the cross-platform compatibility 
enabled by using PC-based hardware. Using а 
PC-like architecture has other big benefit, 
though. Programming for the X-Box will require 
learning a few new tricks, but it's basically 
Win32 programming with DirectX 8 as the 
graphics, sound, and input API. That's some- 
thing PC programmers are already very familiar 
with, and even console developers should find 
the wealth of well-tested development tools a. 
big help in leaming to work with the system. 

The temptation to make almost every PC 
game for the X-Box, and vice versa, seems 
almost too strong to pass up. Microsoft will have 
to exercise some serious control in the console's 
infancy if it wants to have a few all-important 
exclusive "killer-apps" that sell systems to early 
adopters. Official development kits for X-Box 
should ship out in the first half of this year, and 
will include NV-15 video cards. As video cards 
develop toward the X-Box's final specs, devel- 
opers can upgrade their development systems 
to smoothly ramp up graphics horsepower. 

Microsoft's position on software development 
is perhaps best summed up by a quote from Bill 
Gates' keynote, where he said, "We're going to 
make it easier to do the development. You 
know, first and foremost, people say to us, why 
is X-Box going to be successful? The answer is 
simple; it will have better games. We are going 
to make the tools for this a lot more straightfor- 
ward than anything that's been seen before." 


Unanswered Questions 

When Microsoft talks development, it impresses. 
The truth is, though, for all the developers and 
publishers pledging support for the unit, there 
are practically no firm X-Box titles yet 
announced. In fact, there are more unanswered 
questions than just "what will the first games 
be?" Some things Microsoft is just being quiet 
about, but others are simply undecided yet. 
With the system 18 months away from release, 
there are plenty of details that can safely be 
worked out at a later date. What has been 
announced so far is enough for developers to 
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Total chaos. That's a lot of collision detection. 


start working on X-Box projects, and that has 
really been the whole point of making an 
announcement this early. Sure, Microsoft may 
steal a little thunder away from PlayStation2's 
launch, but it primarily wants developers to 
commit projects to the system to have ready 
next fall. This, it says, was the reason X-Box was 
announced at a conference for game develop- 
ers, rather than at a larger and more press-cen- 
tric forum like the Consumer Electronics Show or 
Electronics Entertainment Expo. 

One question that probably shouldn't remain 
unanswered for long, if developers are to make 
good titles for the system, is what the controller 
will look like. Controller shape and function is 
integral to game design on consoles, and the 
X-Box's isn't done yet. The SideWinder team is 
designing it, but does it look like the Game Pad 
Pro? How many buttons does it have? One or 
two analog sticks? Vibration effects? How many 
buttons are analog? Right now, nobody knows. 


The shape of the unit itself is up for debate 
as well. During the GDC keynote, Bill Gates said 
only, "Keep in mind, this is a traditional game 
console. It will look great in the living room, it 
will be priced like a game console, it's got the 
traditional software royalty model of a game 
console." The company is currently sending: 
different engineering samples and form factors 
to the hardware partner who will build the unit 
for Microsoft, to decide what is the most usable 
and economically viable solution. 

Speaking of building the X-Box...who exact- 
ly will be doing the construction for Microsoft? 
They will all be sold by Microsoft, with all units 
looking identical and coming in identical boxes 
(as consoles typically do), but the actual con- 
struction of the units will be outsourced to an 
unknown manufacturer. Oh, and we still don't 
know who is supplying several of the parts, for 
that matter. Where will the RAM, sound chip, 
and hard drive come from? 
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FIVE X-BOX CHALLENGES 


Fend Off Other Consoles: PlayStation2 will be released a year before X-Box in the US, and 
a year and a half prior in Japan. That's enough time to gather quite a following. Let's not 
forget the Nintendo wildcard—Dolphin could be released around the same time with а 
Mario or Zelda game. 

Keep it a Console: Everyone's greatest fear is that X-Box is a Trojan horse for Microsoft to 

hook a computer up to all our TVs and get a strangle hold on our living rooms. Every 

attempt at marketing a "convergence box" has failed. Microsoft needs to show that it's a 

gaming box, pure and simple. It can expand its functions after it sells 30 million units. 


Price: Hey, who knows what this thing will cost, but by the time it's released, 
PlayStation2 will have seen its first major price drop, and Dreamcast its second. Not to 
mention that second-generation PlayStation2 games will be arriving. Even if it's better, 
would consumers be willing to pay $50 more? $100 more? 


we see firm hit titles like Resident Evil, Castlevania, Street Fighter, or Metal Gear 
announced, that's all a bunch of hot air. Console fans expect a certain legacy of hits 
from Japanese developers. 


Exclusive Titles: Nobody wants to buy a $200-300 console when they can play the 
games on their PC, or on other consoles. Microsoft needs to make sure there are games 
on X-Box you can't play anywhere else, or that X-Box versions of hit games hit the 
market months before other platforms. 


1 Japanese Developers: Sure, some key Japanese developers have pledged support. Until 


Yo. Get away from my robot. 


Then there's the subject of an online pres- 
ence. Sega already has one, and will have sever- 
al online-playable games by the end of the 
year. Sony has publicly spoken about a broad- 
band/hard drive add-on to the PlayStation2. 
With an Ethernet port and hard drive, the tech- 
nical stuff necessary to get X-Box online will be 
in place from day one. But what exactly will the 
online capabilities be? Will there be an exclusive 
online network? The only word out of Microsoft 
is that the unit will not ship with a web browser 
and e-mail client, for fear of the X-Box being 
perceived as another “all-in-one set top box.” 
Still, downloadable demos and game updates 
are often spoken of, as is online gaming. Our 
guess is that The Zone will be expanded to 
include a special X-Box section, accessible only 
from an X-Box, and designed for navigation 
with a game pad. If Microsoft has firm online 
plans, it’s keeping quiet about them. 

What about marketing? We saw what it did 
for Sony with the original PlayStation—how 
much is Microsoft going to spend? (rumor has 
it the figure is $250 million) What is the per- 
unit royalty they'll charge on software? (we 
hear $3, but it's not confirmed) What will the 
unit itself cost? Microsoft doesn't even know 
the answer to that one yet, since component 
prices can change too much in 18 months. It 
only says that it will be competitive with cur- 
rent console prices, and that it knows consoles 
that cost more than $300 don't sell well. 


Prepare for the Second Wave 

Yes, there are certainly a lot of questions remain- 
ing about the X-Box. What we've been subjected 
to thus far is only the first wave of X-Box info. 
Microsoft hopes it's enough to get developers 
excited, but it's certainly not enough to convince 
consumers that they have to have one. More 
details will probably arise later this year, when 
stealing some press away from the PlayStation2 
launch presents a good marketing opportunity. 
We probably won't have a very concrete indica- 
tion of all the details of the system, including 
launch titles, price, and official release date until 
early next year. This is, after all, a product that 
isn't shipping for a year and a half, and too. 
much hype too early can make consumers sick of 
hearing about a product by the time it arrives. m 


o 
о 


== 


E. HE | СД. 
JOLIE AAC 
Hi pe ا‎ | 
AN lj 2 ASINO 


Golden Palace OnLine Casino 


WWW.GOLDENPALACE.COM 


COMPUTER GAMES * JUNE 2000 


ч 
o 


Spring Video Cards: 


A Gaze at the Crystal Ball 


Have a look at what the future of video cards holds 


pring has sprung, and along with it, a new volley of video cards and tech- 


nologies. Upgrading your hot-rod gaming rig to a new graphics technology 


in the spring is becoming as common as changing your clock for Daylight 


Savings Time. At press time, most graphics companies weren't quite ready 


to provide hands-on previews of their spring product lines just yet (see us next 


issue for those). Still, we pestered and badgered everyone until they told us what 


they’ve got coming down the pike, and here’s what we found out... 


Matrox 

Matrox finally formally announced the G450. 
It’s set to replace the G400 this spring, and 
offers comparable performance. Why make the 
G400 all over again? The answer is price; due to 
a shrink from a .25 micron manufacturing 
process to a .18 micron process, they were able 
to better integrate parts on the card and drasti- 
cally reduce the price. It's replaced the 128-bit 
DualBus memory interface with a comparable 
64-bit system that uses DDR RAM. The resulting 


bandwidth is roughly the same, but the parts 
should be cheaper to produce. The existing 


G400 core chip hasn't been changed much, but 


the RGB, NTSC/PAL, and DVI output circuitry are 
all integrated into the chip this time around. 
The G450 may have performance comparable 
to the G400 at a lower price, but Matrox isn’t 
cutting out any of the G400's popular features 
to do it. If you've been eyeing the Environment 
Mapped Bump Mapping on the 6400 with envy, 
know that the G450 will support it as well. The 


The Matrox G400; the G450 will have fewer chips on the board, but do the same thing. 


ERE T by Jason Cross- 


unique Dual Head setup is not only present, it's 
been improved—the second connector on the 
G450 will be a DVI hookup capable of 
1600x1200 output in 24-bit color, and the card 
will come with a dongle to allow the connection 
of a standard monitor or TV. Don't expect new 
features like hardware Transformation and 
Lighting support or anything, though. This is 
strictly a rebuilt G400, designed to offer the 
same features and performance at a lower price. 
How much lower? The price hasn't been revealed 
yet, but expect cards to ship in late spring or 
summer in the $150-200 range. The G450 might 
not be the most exciting new technology to 
come out this year for power-gamers, but it 
really does bring quite a few great features into 
a whole new price strata. Don't worry, Matrox 
hasn't abandoned the high-end market; late this 
year, it'll release a high-end card meant to go 
hand-in-hand with DirectX 8. 


NVIDIA 

NVIDIA was obviously the big "winner" of the 
hardware vendors at the Game Developer's 
Conference this year—the announcement that it 
would be the provider of the X-Box's graphics 
processor sent its stock soaring to over twice its 
original value. NVIDIA has got more going for it 
than just a potentially lucrative console deal, 
though. The GeForce 2 GTS (it stands for 
GigaTexel Shader) will launch this spring with 
some very impressive features. 

The GeForce 2 GTS, previously code-named 
NV-15, is the successor to the GeForce 256 in the 
same sense that the TNT2 was the successor to the 
TNT. That is, it’s not a drastically different 
design. NVIDIA is quick to point out, however, 
that while TNT2 was just “the TNT, only at a faster 
clock speed,” the GeForce 2 GTS would bring 
more to the table. To start with, each of the four 
pixel pipelines in the chip can apply two textures 
to a pixel, rather than one. This would produce a 
near doubling of fill rate at the same clock speed 
in just about every modem 3D game. Combine 
that with a faster clock speed, and you've got 
more than three times the fill rate of the current 
GeForce cards. The transformation and lighting 
engine has been slightly tweaked; when com- 
bined with the faster clock speed, this produces 
roughly twice the T&L power of the current 
GeForce, the company says. 


NVIDIA has got more up its sleeve, though, 
including some interesting "pixel shader" 
effects. Pixel shader effects allow for some very 
cool effects in games, including much more 
realistic lighting. We'll have more on the sci- 
ence of what it is and how it works in a future 
preview, but for now, think of it as the ability to 
combine certain texture blending operations on 
a per-pixel basis into a single operation. If 
that’s just a little too “techie” for you, just know 
that GeForce 2 GTS will support a cool new fea- 
ture we'll see in DirectX 8 later this year that 
can help make games look better. 

Just how fast will the card be? The move to à 
18 micron process apparently went better than 
expected, and one of the early sample chips 
brought back from the factory actually clocked 
as high as 250Mhz! The final cards won't ship 
anywhere near that speed, but 180-200Mhz 
seems likely. A 200Mhz shipping speed would 
allow for a fill rate of 1600 megatexels, which is 
far in excess of anything else out there. Of 
course, memory bandwidth is always a limita- 
tion, so we'll have to wait until we get our 
hands on the cards to see exactly how much 
faster they are (or aren't). The company does 
plan to enable full scene anti-aliasing in its dri- 
vers for the GeForce 2 GTS, as well. The speed and 
quality of the effect on the GeForce 2 GTS is still a 
bit of a question mark, but we'll all find out soon 
enough—cards with the GeForce 2 GTS chip could 
ship from Creative Labs as early as May. 


3dfx 

We can already assure you that the anti-alias- 
ing on 3dfx’s upcoming cards is impressive, 
after seeing it in action at GDC this year. Sure, 
Voodoo 5 cards will offer full support for 32-bit 
color output and 32-bit textures, as well as 
support for textures larger than 256x256, which 
eliminates the two chief shortcomings of current 
Voodoo 3 products. But that’s not really news, 
since everyone else has had that for a year and 
a half already. The VSA-100 chips that power 
Voodoo 4 and Voodoo 5 cards will support 
3dfx's new ЕХТІ texture compression as well, of 
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NVIDIA reps at GDC. If you look closely, you can see them smiling about their stock price doubling. 


course, and 3dfx was quick to assure us that it 
has been well received and that there are sever- 
al products in development supporting the 
technology. We'll take that with a grain of salt 
until we see it in action—FXT1 supporting titles 
were curiously absent from 3dfx's booth. 

These are nice additions, but full scene anti- 
aliasing seems to be the big attraction of the 
new Voodoo cards. The chip powering the 
Voodoo 5 pre-production card that was in use 
at GDC was one of the earliest samples back 
from the fabrication plant, and wasn't running 
at nearly full speed, so they wouldn't show any 
frame rates. Still, it's obvious that many games 
that aren't limited by fill rate can benefit great- 
ly from well-implemented FSAA. Falcon 4.0 was 
perhaps the most dramatic demonstration. All 
the lines on the heads-up display were 
smoothed out completely, making it obvious 
just how bad the jagged the lines are in that 
particular part of the game. FSAA also eliminat- 


Notice how the FSAA smoothes out the fence and telephone wire. 


ed that "shimmering" effect on the edges of the 
visible terrain when you fly low, and the exter- 
nal armament on planes looked much cleaner 
and better defined. Other games, like Quake III 
Arena, don't benefit as much from FSAA. While 
anti-aliasing is definitely impressive and really 
does make most games look noticeably better, 
it's worth pointing out one major caveat: frame 
rate. We have no idea yet just how much or how 
little FSAA will affect frame rate in most games. 
The effect is almost always shown at relatively 
low resolutions of 640x480 or 800x600. Do 
games run at those resolutions with FSAA 
enabled at the same speed as 1024x768 or 
1280x960 with it disabled? Which would look 
better? Voodoo 5 products should ship in April, 
so we should have an in-depth look at the fin- 
ished product next month. 


ATI 
ATI wasn't quite showing off its hot new product 
just yet, but was eager to show some of the 
technologies it incorporates. ATI has dubbed 
these two technologies "the Charisma Engine" 
and the "Pixel Tapestry Engine." These aren't 
actually products, but code names for the two. 
core technologies of their upcoming chip, code- 
named Rage 6. It should be noted that ATI plans 
to finally break away from the "Rage" name 


The Voodoo 4 and Voodoo 5 family. 
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with this product, to help differentiate the prod- 
uct from previous generations and end con- 
sumer confusion of having so many vastly dif- 
ferent "Rage" products on the shelves. The final 
name still hasn't been decided yet, though. 

The Charisma Engine is ATI's term for a set of 
technologies that deal with the geometry side 
of 3D rendering. This includes the standard 
transformation and lighting functions avail- 
able in DirectX 7 and OpenGL, in addition to 
some new features that will have to be exposed 
later in DirectX 8 or through OpenGL exten- 


ї 


Boh De-interlacing 
Blurred Text, Edges 


De-interlacing Comparison 


High 
Resolution 
=9000 Polys 


sions. For the Rage 6, ATI is targeting a peak 
performance level of 30 million triangles per 
second. What's more, ATI claims it will lose less 
performance as developers add lights—it will 
lose only 50% of its maximum polygon 
throughput with eight lights, while its com- 
petitors lose closer to 70%. Charisma Engine 
incorporates some other very nifty features, 
such as skeletal animation and skinning, and 
keyframe interpolation. In other words, the 
video card can take over some of the anima- 
tion chores from the host CPU, in addition to 


Add Field De-interlacing 
"Feathered' Image 


Sharp text, edges 
No feathering 


Lighting 


Vertex Skinning 


Kevframe Interpolation 


Clipping 
Perspective Divide 


Viewport Transform. 


transforming, lighting, and clipping polygons. 
The Pixel Tapestry Engine is a fancy word for 

"lots of texturing ability and fill rate." It 
includes the ability to apply three filtered tex- 

| tures to a single pixel at a time. The Rage 6 chip 

| will have two pixel pipelines, so it can apply 

three textures to two pixels in each clock cycle. 

With a target speed of 200MHz, this would give 

the part a fill rate of 1200 megatexels, which is а 

pretty beefy number. Pixel Tapestry also incor- 

porates hardware support for 3D textures, which 

is already supported in OpenGL and should be 

supported in a future version of Direct 3D. If 

¦ you're wondering about bump mapping, Pixel 

| Tapestry has got that covered as well, with sup- 

| port for the emboss, dot product 3, and envi- 

| ronmental mapped bump mapping methods. 

All this 3D stuff requires some serious memo- 

| ту bandwidth to be used effectively, so ATI's 

| been working on that problem. Rage 6 will sup- 

| port DDR memory at speeds of 200MHz, but 

| that alone can't be relied on to improve memo- 

! ry bandwidth. So it's invented what it calls 
"Hyper-Z technology,” which is a type of totally 
loss-less compression on Z-buffer information 

| that drastically reduces the amount of band- 
width required for that information. ATI claims 
the result is a 20% reduction in total memory 
bandwidth requirements. 

| For those that like the video capabilities of 

| ATI's current products, you'll be happy to know 

| that it’s advancing on that front, as well. The 

company claims that the Rage 6.will be the first 

chip to incorporate support for all 18 HDTV for- 

mats in hardware. What's more, it's developed 

| anew technology called "Adaptive De-interlac- 

| ing" for video capture, which ATI says combines 

| the benefits of smooth imagery found in the 
common "Bob De-interlacing" and the sharp 
text found in "Add-field De-Interlacing,” with- 

| out nasty feathering or blurring artifacts. 

| ATI claims that the advantages of Rage 6 
won't be readily apparent until around the end 
of the year—it's building a part for the future. 

| ATI expects not only a critical mass of 50% or 

| more of the top games to support hardware T&L 
acceleration by that point, but games that fea- 
ture more advanced content for people who 

| have the technology. It's been working closely 
with software vendors to design a chip that 

does the things developers want, and it thinks 

its features will be very widely supported. ATI 

expects cards built on the chip codenamed 

Rage 6 to ship sometime early this summer, 

probably in the June/July timeframe. 


ATI Charisma Engine] } 


Internet 
Keyboard Pro 


he Internet Keyboard Pro is the straight-key 
Tes of the Natural Keyboard Pro that 

Microsoft has been selling for half a year 
already. Finally, those of you who don't prefer 
the "ergonomic style" split-key keyboards have 
access to what is truly one of the best computer 
peripherals we've had the pleasure of using in 
some time. 

Most of us are satisfied with a keyboard that 
has a nice layout and good key action. The 
Internet Keyboard Pro certainly does; keys have 
a smooth touch with enough "click" to provide 
tactile feedback, and the wrist-wrest sets your 
hands in a comfortable position. It's detach- 
able if you'd prefer to use a padded wrist- 
wrest, of course. The high quality of the basic 
keyboard functions is nice, but that's not what 
makes the Internet Keyboard Pro special, nor is 
it the shortcut reminders printed on the front of 
many keys. It's the special little blue round 
buttons that line the top of the keyboard that 
make all the difference. 

Just above the F5 key rests a nice big round 
"mail" button that launches your default e- 
mail program. To its left lies а row of slightly 


smaller buttons that control web browser func- 
tions—listing your Favorites, opening a new 
search, back, forward, refresh... To the right 
lies a row of media control functions, including 
mute, volume control, play/pause, 
previous/next track, and stop. These keys will 
work with just about any media program 
you're likely to use, from Winamp or RealPlayer 
to the default Windows CD Player. Above the 
number pad is a large button to put your com- 
puter to sleep mode, along with one to launch 
the calculator and another to open “My 
Computer" or Windows Explorer. Н 
The special keyboard functions require that | 
you plug the keyboard into a USB port (and 
that you run the included software, which eats | 
up 2 to 4MB of RAM), but they kindly provide — | 
you with two USB ports on the back of the key- ! 
board as compensation. It's not a lot, but it i 
will make hooking up those occasional USB 1 
devices like digital cameras or game pads/joy- | 
Sticks a lot easier. The only real downside to 
this keyboard is the price tag—it retails for 
almost $75, though you can quite easily buy 
them online for half that price. Still, that's a 


Somebody finally adds some 
useful stuff to a keyboard 


The row of buttons above the function keys is 
incredibly useful. 


small price to pay for some truly useful 
improvements to the personal computer's pri- 
mary input device. —/ason Cross 


Microsoft 
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ame Commander MX is a deluxe version of 
G the Game Commander voice recognition 

software that permits it to be used in con- 
junction with voice chat programs BattleCom 
and Roger Wilco. Game Commander provides 
surprisingly effective voice command recogni- 
tion that requires little or no training. While the 
novelty value of voice command will wear off 
quickly for most, gamers serious enough to 
cornbine voice chat with their gaming should 
find it a useful adjunct. 

Although the game templates that accompa- 
ny Game Commander are more than a little 
dated, creating your own templates is a rela- 
tively easy process. Furthermore, user-submit- 
ted templates for many of the latest games are 
available from www.gamecommander.com. 
With or without voice training, Game 
Commander's recognition rate is high. 
However, because of the inevitable delay 
between the time you give a command and the 
time it is recognized, and given the possibility. 
that you may have to repeat a command, you 
won't want to rely on Game Commander for 
time-sensitive critical commands, especially 
those you can quickly perform with the mouse 
or joystick anyway. This still leaves Game 


You got your voice chat 
in my voice command! . 


Commander with a number of commands in 

every game with which it can be helpful, allow- 
ing you to keep your eyes on the screen and off 
the keyboard. Examples are grouping, recalling 


ommands - EMPIRES2 


(€ Voice | | 
Applications: q 
JEMPIRES2 7] 

Application commands: 


<] 


set 1 Снн) 
ê group 2 {LCtrl+2} 
% group 3 (LCtrl-3) 
A> group 4 {LCtrl+4} 
A group 5 {LCul+5} 
ê group B {LCtrl+6} 
ê group ? {LCtrl+7} 


SERS 


| command mode. 

| com, the software also comes in a $10 upgrade 

| version. Because it is solely a download, Game 
standard version, currently selling for $29.99. 

| microphones, including desktop microphones 


| that proved less cumbersome than the headset, 
| butif you want the headset, buy the boxed 


and locating units in real time strategy games, 
Switching weapons in shooters, and a myriad 
of keyboard commands in flight sims. Game 
Commander MX does indeed work successfully 
in conjunction with BattleCom and Roger Wilco. 
It can be configured to permit push-to-talk 
voice communication, push voice command, or 
à push to toggle between voice chat and voice 


Available only from www.gamecommander. 


Commander MX does not come with the Labtec 
headset microphone included in the boxed 


Game Commander MX tested well with different 


standard version and then upgrade to MX. — 
Nick McElveen 
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UPSIDE 


Excellent mission design and a host of 
player-requested improvements. 


DOWNSIDE 


A few minor technical issues, not par- 
ticularly newbie-friendly. 


[left] The character models may not be up to Quake Ill standards, but they are 
far more detailed than the models in the first game. 


[above] It's a long way down... 


[right] You can now write notes on your map; the game also keeps track of 
areas that you have already visited (they appear in purple). 


Thief 2: The Metal Age £ 


APR ор 
: Al 
This sneaky shooter rewards stealth over carnage 


THE BUZZ M 


"I found T2’s story excellent actually, since it builds nicely as the game 
goes along. It also throws great missions at you the whole way through, 
and the Mechanists are a really interesting element to the plot. They've 
also added sap-proof guards, as | found out to my dismay.” 

—Jason D'Aprile 
“...Has anyone ever thought the actual writing itself, as well as the voice 
acting in Thief 2 is not quite up to par with the first game? Thief Gold 
struck me that way too." 


THERE IS NOTHING QUITE AS ENTERTAINING AS SNEAKING 
though the halls of somebody else's home, system- 
atically relieving them of all their worldly posses- 
sions, and whacking any innocent bystanders on 
the back of the head with a bag of lead shot. Of 
course, that sort of behavior tends to be frowned 
upon in polite society, so you are better off exercis- 


ing your more larcenist fantasies in a nice, safe, vir- qur 
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tual environment. 


Lots of computer games—most- 
ly of the role-playing variety— 
have allowed you to don the 
thiefly mantle in the past, but 
almost none have done so in a sat- 
isfying way. It's partly a design 
problem—often what makes a 
game fun for the average charac- 
ter is the polar opposite of what 
would make it fun for a thief. The 
traditional hero thrives on conflict, 
while the thief lives to avoid it. The 
hero earns, buys, or wins what she 
needs—the thief simply takes it. In 
order to provide a satisfying expe- 


GENRE First-Person Looter 
PUBLISHER Eidos 


REQUIREMENTS pentium Il 
266, 48 MB RAM, 3D accelerator 


MULTIPLAYER None 
RATING 


rience for both the thief and the 
hero, you would almost have to 
build two games. 

Alternately, you could do what 
Looking Glass Studios did and 
ignore the hero role altogether. 
Its 1998 game Thief: The Dark 
Project cast you as Garrett—a 
cynical wisecracking character 
with a flexible attitude towards 
the concept of property owner- 
ship. At a glance the game looked 
a lot like a typical first-person 
shooter—the twist was that the 
object was to avoid combat. 
Sneaking and stealing were 
Garrett's forte; a muscle-bound 
swordsman he was not. 

The game's sales were modest 
in comparison to the critical praise 
that it attracted, but it did make 
enough money to warrant a 
sequel. If you were a fan of the 
original game, Thief 2: The Metal 
Age is just what the doctor 
ordered. The basic premise 
remains unchanged, and you 


might sum up the game as "more 
of the same," but in this particular 
case that comes as high praise. 
More excellent mission design, 
more compelling writing, more 
sardonic wisecracks from Garrett 
the master thief... what more 
could you ask for? 


When we last left off... 

The game picks up shortly after 
where Thief ended, and that is both 
à good thing and a bad thing. It's 
а good thing for those people who 
played the original game because 
the transition is fairly seamless. 
Garrett is back to his usual rou- 
tine—broke and trying to make 
ends meet (the second mission 
tasks you with stealing money for 
rent—better send it in promptly or 
you might have to steal more 
money to pay the late fee). The 
Keepers have faded back into the 
shadows—good riddance as far as 
Garrett is concemed. The pagan 
minions of the Woodsie Lord have 
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been all but routed from the city 
and live as fugitives in the sur- 
rounding hills and forests. The 
Hammerites have fallen on hard 
times as well—the conflict with the 
Trickster planted some doubts in 
the minds of the faithful, and a 
splinter sect of fanatics that call 
themselves the "Mechanists" are 
pushing for their own Reformation. 


Huh? 
If you never played the first game, 
then you very likely have no idea 
who any of these people are, and 
that’s the bad thing. Thief 2’s story 
starts off fairly complex and gets 
even more so as the plot unfolds. 
You will run into a lot of different 
schemes being hatched by a lot of 
different individuals and factions, 
and if you are not familiar with 
what their motivations are from 
the start, you will probably feel a 
bit lost. It doesn’t help that the 
game's documentation is decided- 
ly newbie-unfriendly—the manual 
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[above] Heeeeeeere's Garrett! You can toss the Scouting Orb around corners or 
into rooms to make sure the coast is clear. 


[top right] Garrett's mechanical eye comes equipped with a zoom lens... 


[right] ...Quite handy when you want to keep your distance. 


is a skimpy little thing with only a 
few illustrations and zero back- 
ground information, and the 
excellent key card that came with 
the first game has been edited 
down to fit on the back of the CD 
case. Even a short one-page syn- 
opsis of the first game's story 
would have gone a long way 
towards easing new players into 
the game. As it is, the manual does 
not even tell you how Garrett lost 
his eye (it does drop a vague hint, 
explaining that he lost it in an 
“unfortunate incident,” but why 
worry about spoiling the first 
game for people who are already 
playing the sequel?). 

Of course there is an easy fix for 
this problem—go play the original 
game. It comes highly recom- 
mended whether you plan to play 
the sequel or not. That does not 
help much if you would rather just 
dive straight into Thief 2, however, 
and it’s sad to think that such a 
simple oversight might leave new- 
comers with a sour impression of 
an otherwise excellent game. 


There’s a new man in town 
The story itself is quite good, pro- 
vided that you already have some 
background with the first game. 
A new sheriff is in the process of 
cleaning up the city, and Garrett 
is feeling the squeeze more than 
most. In fact, someone seems to 
be out to get him, although he 
isn’t quite sure who it might be. 
Nearly everyone has a grudge 
against him—the sheriff obviously 
wants to put him behind bars, 
but the Hammers (and presum- 
ably the Mechanists) resent him 
for defeating the Trickster where 


they could not. Of course the 
pagans have Garrett to blame for 
most of their problems as well. 
The only group that seems to be 
on Garrett’s side at all is the 
Keepers, but who knows what 
their motives are? Garrett just 
wants to be left alone, but as the 
story progresses that steadily 
becomes a less likely alternative. 

Without spoiling any surprises, 
suffice it to say that there are a 
number of twists and turns in the 
plot, and a couple of recurring 
characters from the first game 
make appearances along the way 
(remember Basso the Boxman?). 
As with Thief, much of the story is 
told through periodic cutscenes 
that employ a very original mon- 
tage of hand-drawn art and ani- 
mated silhouettes. Technically they 
are a good deal better (and some- 
what longer) than the cutscenes in 
the first game—Looking Glass’ 
artists have obviously grown con- 
fident with the technique that they 
created. The voice acting is also 
quite good (especially by game 
standards), with highlight perfor- 
mances by the actors who play 
Garrett and Karras. 


Heart of darkness 

Thief was hardly the most visually 
stunning game around when it hit 
the scene a year and a half ago, 
and while Looking Glass has added 
a number of tweaks and improve- 
ments to their “Dark Engine” for 
the sequel, it has not really gained 
much ground against the technol- 
ogy curve. A number of effects 
such as fog and colored lighting 
add some atmosphere to the 
game’s environments, and thank- 


fully the level designers use both 
effects sparingly, avoiding the all- 
too-common “discotheque” feel 
that pervades far too many 3D 
games these days. The engine now 
does weather effects as well—you. 
will have to play a few of the 
game’s missions in the rain. 

The biggest visual improvement 
to the game lies in the textures, 
however. Thief managed to do à 
lot with the tools that it had to 
work with, but one of its biggest 
shortcomings was an extremely 
limited texture palette. The engine 
itself could render scenes in 16-bit 
color and each level had an 8-bit 
texture palette, but many of the 
individual textures themselves 
were made up of far fewer colors. 
The sequel’s 16-bit textures are 
worlds better in that regard—they 
aren't as detailed as those in 
today’s bleeding edge games such 
as Unreal Tournament, but they 
don't look outright bad, either. 
More colors translate into richer 
environments—intricate oriental 
rugs, omate wood paneling, and 


П 
П 
1 
П 
1 
П 
П 
1 
1 
1 
1 
i 
1 
1 
1 
i 
1 
П 
i 
1 
П 
i 
i 
1 
П 


992279797979 


inlaid marble floors give the 
impression of great wealth in 
many of the ritzier mansions that 
you will rob. 


Work smarter, not harder 

A number of improvements have 
been built into the original game's 
already impressive Al as well. Most 
of these fall under the category of 
minor adjustments rather than 
new features, but they do add a 
lot to the game. Guards react to a 
wider array of stimuli now—par- 
ticularly doused torches. If you 
blow out a torch they will often 
comment on it ("Oh, that torch 
has gone out again"), and some- 


| times the sound of the arrow strik- 
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ing will drop them into "suspi- 
cious mode." 

They also put up a better pur- 
suit once they have spotted you. In 
Thief you could escape guards by 
jumping onto a rope or a ladder, 
but some of the guards in Thief 2 
are armed with bows, and the ones 
that aren't will go and recruit 
them if necessary). 


Join the discussion at www.cdmag.com/cgi-bin/Webx?13@@. ee6fd02/470 
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The improvements to the 
engine are quite nice, but unfor- 
tunately a few technical glitches 
seem to have worked themselves 
into the mix as well. Sometimes 
fog blinks in and out of existence 
(particularly evident in the mis- 
sion "Life of the Party"), and the 
scouting orb (a small camera that 
hooks up to Garrett's mechanical 
eye) has some minor display 
problems on nVidia cards. In two 
of the later missions (" Masks" 
and "Casing the Joint") some 
mundane objects such as tables 


REEDS 


and chairs would sometimes 
appear floating a foot or so 
above the floor. None of these 
problems are major or affect 
gameplay in any serious way, but 
they can detract from the game's 
otherwise excellent atmosphere. 


Do you hear what | hear? 
The Dark Engine may be a bit 
behind the curve in terms of 
graphics, but it is still one of the 
most sophisticated game engines 
out there in other regards. The 
game's sound design is phenom- 
enal—it's amazing how much 
atmosphere a carefully thought 
out sound scheme can add to a 
game. Rain pattering on rooftops, 
guards’ boots clacking-on cob- 
blestones, crickets chirping, and 
a very subtle score of ambient 
music—all of the game's sounds 
are well orchestrated and subtly 
woven together to create a strong 
sense of presence. 

Of course sound plays a prac- 
tical role in the game as well— 
you will use your ears as much as 
you use your eyes to keep tabs 


[above] “I see dead people...” 


Ifar left] Perhaps he's friendly... or 
perhaps not. 


[left] The levels offer plenty of 
opportunities to scope out areas 
from safe locations. 


[bottom left] Time to make a 
withdrawal. 


on what is going on around you. 
Are those footsteps getting closer 
or further away? A guard is hum- 
ming to herself—which direction 
is the sound coming from? Do 
you hear muffled conversation on 
the other side of a doorway? 
There must be people in the next 
room. New to the engine is the 
ability to listen at doors by lean- 
ing into them—this amplifies any 
sound coming from the next 
room and allows you to listen in 
on conversations from safer posi- 
tions. The game also supports 
hardware acceleration for 3D 
sound if your sound card sup- 
ports it—a highly recommended 
option, since it actually makes 
the game easier to play. 


A matter of design 

The game shines the brightest as 
an exercise in pure design. Fans 
of Thief had a lengthy wish list of 
things that they wanted to see in 
a sequel, and by far the biggest 
request was "make the missions 
more thiefly." Looking Glass was 
not really sure how well the 
stealth-based gameplay would 
go over when they made the first 
game, so they hedged their bets 
by making a good number of the 
missions that featured a more 
traditional mix of exploration and 


combat. Hindsight is 20/20—the 
nearly unanimous opinion among 
fans was that the thiefly missions 
were much more entertaining, 
and that the game needed more 
of them. 

Thief 2 has them in spades. 
Every mission in the game places 
a strong emphasis on sneaking 
and stealing, and your mission 
objectives will cover just about 
every larcenous activity you can 
think of. Kidnapping, bank rob- 
bery, blackmail, sabotage—if it's 
illegal then it's probably one of 
your mission objectives. Even in 
the few (two, actually) "adven- 
ture" missions that you will 
embark on, your goals always 
fall square within the domain of 
the thief. 

Even with this narrower (but 
more consistent) focus, the game 
never succumbs to repetition. 
Each mission offers different 
kinds of challenges than the last, 
and even missions that re-use 
previously seen levels (there are 
a couple) manage to feel fresh. 
In one you are tasked with scout- 
ing out a mansion in preparation 
for a robbery. You don't have a 
map of the mansion, but the 
automap feature draws in the 
details as you explore (a wel- 
come new feature of the map 
screen). You are actually looking 
for a specific secret passage, but 
the more of the mansion you 
explore, the easier it will be to 
pull off your heist when you get 
to the next mission. 

If the missions are great in 
premise, they are equally 
impressive in execution. All of 
the game's levels are very well 
crafted, and many of them are 
huge. Looking Glass has done 
an excellent job making each 
level feel like a "real" place— 
there's a lot of extra scenery 
and scripted events going on 
that may or may not have any- 
thing to do with your mission, 
and that actually works to the 
game's favor. It never seems 
as though the game world 
exists solely for your benefit— 
it feels more like a living, 
breathing world. 

It may not be perfect, but 
Thief 2 has got it where it 
counts, and it comes highly rec- 
ommended for anyone who 
enjoyed the original. If you are 
a newcomer to the series, you 
will probably want to play 
through the first game before 
you tackle the sequel, but that's 


| a pretty minor problem—both 


games are well worth your time. 


| —Benjamin E. Sones 
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Enter a whole 
new dimension 
of RTS. 


The first all-terrain, three-dimensional 
real-time strategy game has landed 
on American shores from Europe. 
Complete with a revolutionary 
ЗП engine and a ton 

of accolades: 


"Best Strategy 
Game of the Year." 
- Power Play 11/99 


"Uses the 30 
environment 
to its fullest 
strategic value." 
= WWww.ign.com 


>Alter the 30 landscape to your advantage 
With the first true terrain deformation in RTS. 


2Huild weaponry onto buildings, turning 
ordinarily static structures into weapons 
Of war. 


2Engage in the first completely 
underground tunnel warfare. 


2tonstruct hundreds of units by 
mixing and matching 3D unit 
body parts and components. 
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up title to the critically 
acclaimed Superbike World 

Championship. While the gaming 
press rallied around Superbike 
World Championship, the 
American buying public collec- 
tively overlooked the title. Poor 
sales in the States didn't stop EA 
Sports and Italian developer 
Milestone from producing a 
sequel, giving everyone who 
passed it over a second chance at 
experiencing the pure adrenaline 
rush associated with this outstand- 
ing motorcycle racing simulation. 

Superbike 2000 includes the 
1999 SBK Superbike World 
Championship season with new 
stats, bikes, riders, teams and cir- 
cuits. The addition of the 
Nürburgring circuit brings the 
track total to 13. Other tracks 
include Sugo, Brands Hatch, 
Hockenheim, Assen, A1 Ring, 
Phillip Island, Monza, Albacete, 
Laguna Seca, Donington, Kyalami 
and Misano. Bike choices include 
the Ducati 996 SPS, Honda RC45, 


goes 2000 is the follow- 


Superbike 


As real as it gets without the annoying road rash 
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2000 


uzuki GSX-R750, Kawasaki ZX- 
RR, and Yamaha YZF R7. New this 
year is the Aprilia RSV 1000. 
Gameplay includes all the 
expected choices prevalent in 
today's racing simulations. Quick 
Start brings you directly into a race 
with a couple of mouse clicks. The 
game loads your default settings 
including bike, laps, circuit, weath- 
er, realism, etc. There is a penalty 
involved, as your starting position 
will be at the back of the pack as 
practice and qualifying rounds are 
eliminated. A small price to pay for 
an immediate racing fix as weaving 
your way towards the front of the 
pack is very rewarding. 
The Single Race option consists 
а race weekend, while the 
hampionship allows you to par- 
cipate in the full Championship 
eason, spanning all 13 circuits. 
ither way you begin with one 
our of free practice (real time), 
lowing you time to familiarize 
ourself with the circuit and to 
weak your bike setup in the pit 
facility. Setup options include 
Steering Geometry (Rake & Trail), 
Suspension Settings (Spring 
Preload, Stiffness, Compression & 
Rebound Damping). Transmission 
Settings include adjustment for 
individual gear ratios and the final 
drive ratio. Tire Setup includes five 
different compounds, which may 
be independently configured for 
the front or back. When you're 
done tweaking your setup, it's off 
to qualifying rounds. It's here in 
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UPSIDE 


Solid physics model, lots of gameplay 
options, stellar graphics. 


An unscheduled rider's meeting 
gets ugly at Laguna Seca. 


[left] Fans see an RC45—promoters 
see a rolling billboard. 


the Single Race mode where you 
should spend many hours perfect- 
ing your bike setup, enjoying lap 
after lap on the breathtaking cir- 
cuits while attempting to shave 
precious seconds off lap times. 
The graphics in Superbike World 
Championship were often referred 
to as “photo realistic.” 
Surprisingly, the graphics engine 
in Superbike 2000 is much better, 
adding crisper textures to the 
bikes, riders and tracks. Avoiding 
the jaw dropping and eye popping 
clichés, let’s just say that Superbike 
2000 boasts the most realistically 
rendered environments of any rac- 
ing simulation. Rally Championship 
is the only title that can match its 
attention to detailed, real-world 
locations. Draw-in and pop up are 
non-existent, the sense of speed 
can be terrifying while frame rates 
remain as fluid as Carl Fogarty at 
Monza. Spectacular graphics how- 
ever, will not make or break a rac- 
ing simulation the way poorly 
implemented handling physics can 
keep it from ever leaving pit road. 
Thankfully, Milestone has assem- 
bled such an incredibly believable 
physics model that they should be 
considered the Papyrus of two- 
wheeled racing simulations. In the 
full-blown Realism Mode you can 
feel the chassis shudder at insanely 
high speeds, feel the front end 
wobble as you guide these rockets 
through tight comers. Going into 


WNSIDE 


A few Al blemishes. 


Brands Hatch suffering from El Nino. 


Babes and Booze. Now you know 
why we race bikes. 


the pits to refine your setup results 
in effects that are instantly notice- 
able out on the track. Thankfully, 
numerous difficulty settings and 
rider assists keep Superbike 2000 
approachable for those who feel 
the title may be too challenging. 
The AI of the CPU riders is compe- 
tent although it stumbles a bit 
during crashes. Computer riders 
will forcefully push their way 
through a collision instead of 
avoiding it. It’s a small blemish in 
a very polished offering. 

In-game sounds have not been 
overlooked as each bike has its sig- 
nature sound characteristic faithful- 
ly recreated. Most obvious are the 
Duck and Aprilia with their throaty, 
V-Twin, low octave business-like 
growl, sounding like they are doing 
much less work than their high 
revving, Japanese counterparts. 

If you're a fan of ultra realistic 
racing titles, Superbike 2000 
should fit your simulation needs. If 
you prefer an arcade experience 
like Redline Racer, Superbike 2000 
will still win you over with its 
varying levels of difficulty. If you 
happen to be one of those few who 
purchased Superbike World. 
Championship, then you will be 
instantly familiar with what this 
title has to offer. For those of you 
planning to jump into the world of 
Superbike racing—be prepared for 
an entirely new, mind-blowing 
experience. —Michael Hicks 


Join the discussion at: www.cdmag.com/cqi-bin/WebxX?13@@.ee72252 
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Reese makes a great diving stab robbing Hidalgo of a hit. 


Sammy Sosa H 


Baseball 2001 


Still the king of arcade baseball 


best arcade baseball game 

that you can buy. It’s fun and 
it plays a believable brand of 
baseball. No game has ever pro- 
duced a better arcade adaptation 
of the sport. That being said, High 
Heat Baseball 2001 is not a radical 
departure from last year’s award- 
winning High Heat Baseball 2000. 
If you enjoyed last year’s game, 
then this year’s version is a must 
buy. It’s a better game in almost 


H igh Heat Baseball 2001 is the 
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H 
GENRE sports | 
PUBLISHER зоо | 
REQUIREMENTS pentium | 
200, 32MB RAM (does not work in ] 
Windows 2000) } 


MULTIPLAYER 2 players 


same machine, TCP/IP, LAN, Serial 


RATING 


every respect. If, however, you 
were not sold on last year's offer- 
ing there is little here that will 
make you a believer—it’s basically 
the same game but with a few cos- 
metic changes and some enhance- 
ments in the gameplay and fea- 
ture set departments. 


Pretty pictures, weird 
antics, and sound gaffs 

The visuals are similar to those 
found in High Heat 2000. They are 
more “quaint” than they are 
breathtaking. The stadiums are the 
best looking portion of the game— 
they are for the most part accurate 
and give you a good sense of 
“being there.” (The addition of 
night games helps add to the 
atmosphere, as well.) There are 
several new parks this year—from 
classic stadiums to new parks set 
for the year 2000. Shibe Park, 
Seals Stadium, the Baker Bowl, 
Enron Field in Houston, and 


The most realistic and enjoyable 
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Bug problems, some scoring errors, 
sketchy trade Al, does not run in 


1 
i 
arcade baseball game you can buy— | 
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Бат попе. Windows 2000. 


HJH Rookies 


TEAM ROSTER 


BATTERS 


The trade Al can be a tad sketchy. John Rocker for a run of the mill reliever, a 
rookie with an average scouting report, and 36 year-old Hal Morris? Sold! 


igh Heat 


THE BUZZ (Ge ee ae 


“Well I for one love this game. Played it all afternoon, | even took off 
work to go buy it.” —Ziggy 
“| find High Heat 2001 to play a very convincing game of baseball. This 
game is NOT perfect. | have played every baseball game since 
Microleague 2.0 and every baseball game had flaws that broke the illu- 
sion that you were playing anything but a game. But High Heat does the 
best job in immersing you into a game that is a believable sim of the 


sport.” —Nicholas McFarney 
“I like the baserunning this year. The computer is very aggressive. It 
tries to force you into giving up the extra base. | lost a one run game 
last night on a wild pitch, as my runner was nailed at the plate making 
a head first slide.” —Bob Carroll 
1 
Crosley Field are just a few of the | ers are set to scale this year so 
new yards that are available. | each player looks a bit more like 
Face mapping has been added | their real life counterpart in terms 
to some of today’s stars and cer- | of body shape. 
tain players look a lot better than 1 The fielding and running ani- 
others. (Rob Nenn looks like Rob ; mations are of much better quali- 
Nenn but Sean Casey looks like The | ty. Players throw from the knees 
Alien). On the plus side, the play- when necessary, pitchers try to 


Join the discussion at: www.cdmag.com/cqgi-bin/WebX?13@@.ee71544 
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avoid rocket shots back up the 
box, outfielders wave off other 
fielders on fly balls, infielders 
stretch before pitches, and base 
runners run through first base 
instead of just sticking to the bag. 

However, there are several new 
animations that simply seem out of 
place. Sure, players like to celebrate 
after a home run, but have you ever 
seen Barry Larkin "raise the roof" 
after a two-run blast? Every player 
in the game seems to have an arro- 
gance about them that is a highly. 
annoying (especially if that player 
is usually stone-faced, like Larkin). 
Not only that, but players will 


Griffey swings and misses. 


[3 


year with a few notable excep- 
tions. This year Ted will call the 
last names of the men in the field 
as well as when they are up to bat. 
Unfortunately, Ted is still extreme- 
ly repetitive in his commentary. 
"He's out by а mile!” and "That's a 
major league pop-up" are two 
phrases that are sure to make their 
way into the dreams of those that 
play enough of High Heat 2001. On 
the plus side, Ted still calls rookies 
(fictional players) by their last 
name and this adds a lot to the 
general aesthetics of the game. It 
always breaks the illusion when an 
announcer calls a fictional player 


The running Al has improved this year in that slow grounders to second base 
will advance a runner to third. 


throw out a quick, “Who da man?” 
or "It's show time, baby!” after a 
homer. Why? Is it really necessary. 
for computer players to act like 
Bobby Bonilla? 

Ted Robinson of San Francisco 
Giants fame is back again. A lot of 
what Ted has to say is a carbon 
copy of what he had to say last 


"the left fielder." There are a few 
sound bugs. For example, the sta- 
dium announcer at times calls the 
wrong player as he strides up to 
the plate. Ted also calls the wrong 
players from time to time. These 
are small issues to be sure, but 
annoying nonetheless. 

The biggest problem with the 


SEASON AWARDS - INDIVIDUAL ч 


award. 


sound is the unnerving hiss that 
emanates from the speakers when 
the volume is cranked up. The 
game was tested on a SB Live X- 
Gamer sound card with Cambridge 
SoundWorks PC speakers. With EAX 
support turned on, the hissing 
noise is very unsettling. 


The good, the bad, 

and the missing 

So what is actually new in High Heat 
200P Some of the improvements 
are subtler than others, but there 
are certainly items that fans of High 
Heat 2000 will notice right off the 
bat. First off, the main menu is 
designed at 800x600 resolution 
and looks much cleaner and is a lot 
easier to navigate. The interface as 
a whole is improved. You can now 
(finally) save a game in progress. 
Even though games do not take 
that long (you can whip through а 
game in about 25 minutes) it's nice 
to have this option. 

You can view the next three hit- 
ters when visiting your bullpen. 

You have access to several new stats 
such as Quality Starts, pinch hits, or 
the number of times a player has 
ground into a double play. (These 
are just a few as there are about 20 
new stats that the game tracks.) 
Speaking of statistics, the game 
tracks minor league stats much 
more realistically this year. In High 
Heat 2000 it was not uncommon to 
see a minor league pitcher win 25 
games with a 6.00 ERA. 

The speed of the interface is 
vastly improved. There is virtually 
no load time at all when accessing 
your bullpen or team roster during 
a game. Last year this was a major 
headache as doing something as 
easy as checking your lineup 
would result in the game having to 
load that particular screen. This 
year you can stop the action, 


it was a very good year. Note the AL and NL pitchers. With the player editor 
anything is possible. Jose Mesa must have bribed someone to win that 


Boer ose or gg 


check your bullpen, and be back 
on the field in a matter of seconds. 

The new batting practice mode 
is another great addition in that it 
helps new players (or just plain 
bad players) to get a hang of how 
to hit successfully. You can select 
any pitch type(s), speed, and even 
the quality of the pitch in which to 
practice hitting. This is the best 
way to learn how to hit—and it's a 
very welcome addition as High 
Heat's pitcher-batter model is the 
best in the history of baseball 
gaming and it takes practice to hit 
with any rate of success. 

Player fatigue bars are now. 
provided for each position player 
as well as each pitcher. This makes 
it much easier to determine just 
how tired each player actually is. If 
a player shows fatigue it may be a 
good idea to rest him for a game 
even if he isn't actually “tired.” 
The chance of injury rises as 
fatigue rises and the addition of 
the bars makes it easier to manage 
your roster in that regard. The 
fatigue problems that plagued 
High Heat 2000 once the playoffs 
started are fixed, as well. This 
year, teams enter the playoffs (rel- 
atively) fatigue-free. And if one 
team goes the full five games in 
the first round of the playoffs 
while their opponent in round two 
took the broom out and won three 
straight—the latter team will have 
the more refreshed squad. 

One of the more significant 
areas of improvement rests with 
the game's physics model. The ball 
simply reacts off the bat much 
better than it did in High Heat 
2000. Line drives to infielders, 
flares to the outfield, bad hops— 
this is a much more robust model. 
The ball physics are not true to 
life, but they are a far cry better 
than what we had to deal with last 
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year. One of the reasons for this is 
the new and elevated pitcher's 
mound. This is not just a cosmetic 
addition as the ball comes off the 
mound with more zip and reacts 
accordingly. You get the feeling 
that the pitcher is pitching down 
to you instead of being on a level 
field, as was the case last year. 

Other new “on the field” 
enhancements include better base 
running and fielding Al, a wider 
variety of errors, and sacrifice 
bunts that actually work. The base 
running and fielding Al is good in 
that it doesn’t behave in a robot- 
ic-like fashion. There are times 
when a computer fielder looks like 
an idiot by making a questionable 
throw or a base runner tries to 
squeeze out a double when is real- 
ly isn't a wise decision. But this is 
not a/ways the case and it adds 
enough variety to at least give the 
illusion of reality. 

Other niceties this year include 
a 25-round rookie draft (in career 
mode), the ability to play league 
games over the Internet, an import 
tool so users can continue career 
seasons from High Heat 2000, а 
custom league builder that allows 
you to re-align the major leagues 
or use fewer teams to ensure better 
league-wide pitching and hitting, 
a mid-season All Star game, post 
game highlights, custom schedules 
that allow you to play in a league 


Swing the bat ya bum! 


that consists of less than 162 games, 
and individual manager profiles. 
The manager profiles, while a nice 
addition, are a bit underdone. It 
would be nice if the computer- 
owned teams would use these, too. 
As it stands, you have to manually 
set each team's profile (steal fre- 
quency, pinch running, etc.) to 
what you think it should be. 

While there are several addi- 
tions and improvements, there are 
some missing features that many 


@ 


Bill Buckner revisited. 


fans were clamoring for that failed 
to make it into the game this year. 
The lack of a financial model is 
perhaps the biggest omission if for 
no other reason that Microsoft is 
stepping up to the plate this year 
with a full money model for their 
baseball title. There are also no 
40-man roster/September call-ups 
of minor leaguers. Injuries are still 
listed simply in days instead of 
days and type. (Did he sprain an 
ankle? Bruise a shoulder?) Finally, 
the game fails to tell managers 
where a player spent his career. 
This was a problem in last year’s 
game and it’s very surprising that 
it has yet to be addressed. It does 
a manager no good whatsoever to 
know that a player played in the 
“Majors” from 1990 to 1999. It 
would help a manager to know if a 
player played in Colorado, which 
would beef up his offensive num- 
bers, or if he played in a pitcher's 
park for most of his career. 

High Heat 2001 is at its heart a 
career based game. You can play 
as many seasons as you wish. New 
rookies will replace current stars 
and a league can take on a life of 
its own. That's why it is all the more 
disappointing that it's so easy to 
assemble a great team. At the start 
of each season you can simply go 
to the "free agent” list and scour 
the talent pool for the players that 
the CPU released—and every year 
you can find gems (fictional play- 
ers released from AA or AAA ball) 
that no manager in their right mind 
would cut. Along these same lines, 
the trade Al leaves a lot to be 
desired and you can take advan- 
tage of this to assemble a lineup 
that the 1927 Yankees would fear. 


Raid! 

While High Heat 2001 is a much 
more stable program than last year, 
some frustrating bugs crawled their 


way into the game. There are two 
consistent bugs that affect how the 
game is played. First, if you per- 
form a double switch in certain sit- 
uations, the game either locks up or 
it removes your pitcher from the 
lineup. If you do a double switch in 
the field it works fine, but if you do 
it when you are pinch-hitting, it 
can cause problems. 


but the run of the mill players are 
caught in limbo. 

There are a few scoring errors 
that hard-core fans are sure to 
frown upon. Batters are credited 
with an RBI on errors. (We even saw 
Griffey Jr. get an RBI simply for 
being at bat when a pitcher threw a 
wild pitch.) There are more glitches 
in the game that seem to appear at 
random intervals. If you press the 
F3 button to see the last set of 
pitches, your batter may vanish. On 
another occasion, Pokey Reese was 
caught in a rundown between third 
and home—he ran into the catcher 
and nothing happened. Reese 
walked off the field; no run was tal- 
lied and no out recorded. On yet 
another occasion we were unable to 
pinch-hit for the pitcher. These 
oddities do not happen every game 
(in fact we have only seen the last 
two bugs one time apiece). But it’s 
frustrating to have such a fun game 
marred by these annoyances. 


Worth the upgrade? 

High Heat Baseball 2001 is a great 
baseball game that needed to 
cook a bit longer before it was 


Blimp Mode is the best way in which to view a manage only game. 


The "rookie vanishing" bug is 
probably the most irritating in the 
game. After your first career sea- 
son concludes and you take part 
in the new rookie draft, all of the 
CPU-owned teams seem to lose all 
of their rookies. If you check the 
rookie rosters for any CPU team 
they are blank. The rookies are 
there, but they just do not show 
up on the roster screen (they do 
show up on the lineup screen). But 
you cannot include them in trade 
offers and they do not acquire 
stats the way they should. The 
good rookies are usually promoted 
to AA or AAA ball after the draft, 


released to the masses. There are a 
few bugs that never should have 
seen the light of day. If you are 
willing to overlook these anom- 
alies and focus on what the game 
does right (and it does a lot more 
right than it does wrong) then you 
are bound to enjoy yourself a 
great deal. Baseball gamers are a 
hard lot to please and High Heat 
Baseball 2001 is not a seamless 
blend of hard-core realism and 
graphical flare. It is, however, the 
best baseball game money can 
buy—and for 30 bucks it is a game 
baseball fans need to own. 
—William Abner 
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Scrabble players. They are on 

the train, doing the crossword 
puzzle in the daily paper. Their 
favorite TV game show is 
Jeopardy. At parties, they speak 
only in seven-letter words. If 
you loved to read, write or spell 
when young, Scrabble is one of 
those games that will stay with 
you for life. 

Computer Scrabble has been 
around for a long time. | still 
remember the cyan-colored game 
board in the first CGA version | 
played years ago. While several 
iterations since have improved the 
graphics to board game quality, 
game play was about as entertain- 
ing as reading the dictionary. 
Armed with the entire Scrabble 
lexicon at its disposal, the com- 
puter opponent was able to run 
every word through every scoring 
option to consistently derive the 
highest possible score. Luck of the 
draw usually dictated whether the 
player would win or not. 


| t's not hard to spot other 
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| IRE: Classic 


ЕВ Hasbro Interactive. 


IREMENTS: 186/66, 
8 MB RAM, 1 MB SVGA Card 
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MU P IER 2 players; 
Internet connection and email account 
required 


ER) | АМА, 


П 
1 
1 
П 
1 
i 
1 
1 
1 
П 
! 
i 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
1 
І 
i 
1 
1 
1 
1 
П 
П 
1 
1 
П 
П 
П 
1 
1 
П 
1 
1 
1 
П 
1 
i 
1 
1 
1 
П 
1 
1 
1 
1 
1 
1 
П 
1 
1 
i 
П 
1 
1 
П 
1 
! 
1 


HE GOODS 


№ 


E-Mail Games Scrabble 
addresses this problem by elimi- 
nating the computer opponent 
altogether. Instead, you take on 
other living, breathing, and above 
all fallible players. While the com- 
puter player would never gloat 
that you missed a full-rack, eight- 
letter triple word score, neither 
would you have quite the same 
satisfaction placing a single letter 
for 24 points. Scrabble allows for 
the passing of messages with 
every tum; while your opponent 
might not appreciate your seven- 
vowel plight, what goes around 
comes around. 

Much more so than the board 
game, E-Mail Scrabble vewards 
quality of play. This isn't necessar- 
ily optimizing your score, but 
playing defensively as well. 
Minimizing your opponent's 
access to easy double and triple 
word scores as well as multiple 
words becomes key to victory. 
With unlimited time and resources 
on hand, players may find careless 
play quickly exploited by the 
opponent. While adding richness 
and challenge to the game play, 
eliminating time pressure also 
leads the list of what's wrong with 
the game. 

Part of the game play in the 
board version of Scrabble is The 
Bluff. A good player will at times 
lay down tiles confidently spelling 
complete nonsense. The player 
might even proffer a definition, 
discouraging a challenge by the 


Chance to play the perfect game. 


Easy to cheat, not really PBEM. 
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[above] | guess “Partially-Email 
Games” just wasn’t catchy enough. 


[left] Thou shalt not taunt thy opponent. 


E-M@il Games Scrabble 


Triple Word Score 42 — Woohoo! 


opponent. With the risk of losing 
one’s turn, challenging The Bluff is 
a test of nerve and confidence. 
Playing by email, opponents can 
always look up a word before 
challenging, eliminating this 
aspect of game play. In fact, with 
available dictionaries and ana- 
gram builders (see www.hasbro- 
scrabble.com for both), chance are 
players won't even need to bluff, 
and if they do, there’s a good 
chance of getting caught. 
Technically, the E-Mail 
Scrabble is a mixed bag. The 
game is easy to use—once a 
player owning the disk begins 
the game, each player needs 
only the client to continue game 
play. Double-clicking on the 
email attachment (less than 1K in 
size) launches the client, and the 
tum is sent to the Hasbro server 
when the “play turn” button is 
pressed. Graphics are solid and 
appropriate for the game. 
Players are notified by the 
Hasbro server of client updates 
via email, and it should be noted 
that two such updates are 
required before the first game 
can be started. Unfortunately, 
the mail notifying of the need to 
upgrade doesn’t generate until 
after you have set up the game 
and attempted to take the first 
turn, which must be then be 
cancelled and the game restart- 
ed when the update is complete. 


No mas! No mas! 


E-Mail Scrabble requires both 
Internet access and an email 
account to play. Inbound turns 
are received via the Hasbro server 
as email attachments; outbound 
turns must establish a connection 
to the Hasbro server that gener- 
ates the email. It is the inclusion 
of the Hasbro server that is 
potentially problematic. Fine 
print on the game box states 
Hasbro will only commit to pro- 
viding the servers until October 
2000. After this date, if Hasbro 
deems it no longer in its interest 
to provide the service, all players 
will have to show for their pur- 
chase is a shiny coaster. Why 
can’t it behave like all other 
PBEM-endowed games of the 
past, either creating files that are 
manually attached to emails or 
using the local mail client to cre- 
ate a ready-to-send email? 
Perhaps Hasbro wishes to monitor 
our playing habits. While gener- 
ally exchanging tums in a timely 
manner, there were times in 
which the turnaround clocked in 
at four hours or more. 

Hasbro has a solid concept in 
its line of E-Mail Games, but it's 
à concept marred by dubious 
implementation. By insisting on 
having an active part in the 
playing process, Hasbro has 
needlessly limited both the 
game's market and longevity. 
—Jeff Vitous 
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Very good sense of speed, good 
graphics, easy to get into. 


Jugular Street Luge Racin 


Sometimes fun, sometimes annoying, but at least it’s cheap 


a bad game. It’s actually pretty 

average, but coming from 
media whipping boy HeadGames— 
that’s saying quite a bit. This is the 
first HeadGames offering that is 
actually fun to play, and hopefully 
we'll see the publisher continue to 
travel in this direction. 

The best thing about the game 
is that it gives you a true sense of 
speed as you fly down the pave- 
ment at over 80-MPH. The people 
that actually take part in this sport 
are without a doubt totally insane, 
as bodily harm is almost a given 
unless you really know what you 
are doing. The luge is very hard to 
control once you get going at top 
speed and it is this quick thrill that 
is the highlight of the game. 

The game comes with eight 
courses that range in difficulty 
and in layout. Unfortunately, you 
must “unlock” several of the tracks 
in order to use them. (There has 
got to a better way to do this.) By 
far the most thrill inducing is the 
course entitled Rocky Mountain 


J ugular Street Luge Racing is not 
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High. You reach speeds of near 
90-MPH on this course and several 
of the turns seem to come out of 
nowhere. However, all of the tracks 
are fair in that they are not so hard 
as to be impossible to complete. 

Jugular Street Luge Racing 
comes with season and practice 
modes but the latter is much more 
enjoyable than the former. Sure, in 
season mode you acquire points 
and race against other “real life” 
street luge racers. Also in season 
mode you can buy and upgrade 
your equipment (new luge, better 
shoes, better helmets, etc.) In 
practice mode, you have to deal 
with oncoming traffic and also 
avoid being busted by the cops. 
It's not as fun as Need for Speed 
but it's not a bad thrill ride. At 
times the police throw up road- 
blocks and you are forced to 
thread the needle between two 
police cruisers. This isn't too easy 
when you are traveling at 75 MPH 
on a flimsy street luge. 

Graphics are nice, especially 
the backdrops. The courses look 
good and several weather effects 
add to the atmosphere. Rain and 
lightning (which is so bright that 
it can blind you for a second) and 
night racing help add some spice 
to the events. The sound, on the 
other hand, is highly annoying. 
Not only did HeadGames get The 
Offspring to do the soundtrack, 
but there are only two or three 
songs that continually repeat— 
over and over and over. The worst 
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part is that you can't shut these 
guys up. If you tum down the 
sound, you lose the in-game 
sound effects. Being forces to lis- 
ten to The Offspring continuously 
is akin to cruel and unusual pun- 
ishment. The announcer that calls 
each race is also gets very repeti- 
tive after a while. But again there 
is no way to tum this portion of 
the sound off. The sound effects 
aren't that bad—but the voice 
work is atrocious. 

Another problem rests with the 
game's Al. At times the entire field 
of CPU racers will crash at the 
exact same location. A common 


OWNS | 
No multiplayer support, some Al laps- 
es, unstoppable music by The 


Offspring. 


Avoiding the fuzz ina 
practice session. Did I 
mention it’s illegal to 
practice street luge racing 
on an open highway? 


[left] This is gonna hurt. 
[below] BUSTED! 


scenario is when a race starts, four 
of the five CPU racers crash into 
the wall as if they were a pack of 
lemmings, leaving you to take the 
lead and if you can avoid crashing 
it’s an easy victory. Not every race 
is like this, but it happens much 
more often than it should. The 
game also lacks any kind of multi- 
player support—even hotseat. 

Jugular Street Luge Racing isn't 
a game that will live forever on 
your hard-drive. But it's not a bad 
racer, and it is by far the most 
enjoyable game from HeadGames 
to date. You could do a lot worse 
for 20 bucks. —William Abner 


Join the discussion at: www.cdmag.com/cqi-bin/Webx?13@@.ee72629 


0002 ANNI - SIWY9 si31ndWO2 


Views! 


UPSIDE DOWNSIDE 


Horrendously entertaining damage 
and weapons modeling, interesting 
levels. 


It’s a pure shooter and little more, 
some unrealized potential for some- 
thing deeper. 


Soldier of Fortun 


Faster, Pussycat, Kill Kill! 


in Raven Software’s new shooter 

is the visceral satisfaction you 
get from severing someone’s leg 
with a well-aimed shotgun blast. 
Soldier of Fortune puts you in the 
blood-soaked boots of John 
Mullins, a real-world mercenary 
upon whose fictional exploits this 
game is based. You can throw 
away the story and all of the the- 
matic trappings, though—this 
game is about applied violence, 
pure and simple. And man, does it 
ever deliver. 


| tain't subtle. The primary thrill 


Snipe for show, 

shotgun for dough 

We know Raven best for its adap- 
tations of id's game engines, and 
its latest title is another conver- 
sion. This time the engine is Quake 
Il, but the development team has 
tweaked the prim old lady into 
something of a bad-ass street 
walker. Most notable among the 
additions is the GHOUL system, a 
new rendering system that allows 
[от 26 "gore zones" on characters 
as well as for features like weapons 
and backpacks that can be target- 
ed and shot off independently. It 
does a lot of other stuff, too, 
involving making characters look 
better and animate faster, but for 
most players, it's the shot location 
and the unique damage effects 
that will be the biggest draw. 

The basic design of Soldier of 
Fortune will be familiar to anyone 
who's ever played a first-person 
shooter. You move through a 
series of levels, killing bad guys, 
gathering weapons and gear, and 
ultimately flicking a switch or 
reaching a room to accomplish 
your mission. What makes the 
game good, though, is how well 
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or Pentium 200 MMX, 64MB RAM 


MUETIPLAYER' 2-32 players; 


"REQUIREMENTS pentium | 
LAN; Internet. | 


Raven has executed this fairly trite 
premise. The weapons are solid, 
and give good feedback. The level 
designs are polished, and interest- 
ing, and the textures are very 
good indeed. Characters look 
superb, even when they aren't 
dying, and sound effects, includ- 
ing 3D sound, do a great job of 
providing you with audio cues 
about your environment. Ina 
move that more developers should 
consider, Raven has also allowed 
you to customize your difficulty 
setting, by determining how many 
saves you can use (from zero to 
unlimited) per level, how often or 
if enemies spawn, and by tweak- 
ing your carrying capacity. 

All of this is good, but what 
holds it all together is the superb 
sense of cause and effect you get 
rom shooting things. Er, make 
that, shooting people. This is a 
game that is hard to admit that 
you like, because much of the 
thrill comes from blasting arms, 
legs, and heads off of people with 
a variety of high-powered 
weapons. Oh, you can immolate 
them and blast them into 
smithereens too, but the real fun 
ies in placing a 5.56mm round 
between someone's eyes with the 
sniper rifle, and watching the 
spray of blood and gore from the 
exit wound splatter across the 
wall behind them. Or in drilling 
someone in the arm with your .44 
automatic and seeing arm and 
weapon spin off into the shadows, 
in a spray of arterial blood. Yes, 
it's gruesome. Yes, it's obscene. 
And yes, oh my yes, it's fun. 


The name's Bolan, 

Mack Bolan. 

The story in the game deserves 
some mention, if only because it 
sets the framework for your car- 
nage. Bad guys from South Africa, 
apparently not thrilled with their 
new honorary memberships in the 
ANC, have spawned a terrorist net- 
work with ties to all sorts of bad 
guys throughout the globe. 
Beginning in New York City, you 
track these hombres across the 


THE BUZZ HN ieee 


"Anyway, it's not realistic, definitely. Just gore. Don't know why game 
companies can't advertise their games more precisely..." 


—Dark Talon 


"There is something sickly fascinating about standing over a dead body 
and shooting the damage zones while the body twitches... okay time for. 
my medication..." —]C Fedorczyk 


White Phosphorous grenades are your alternate attack with the machine gun. 
Warm fuzzies all around! 


and Germany trying to recover 
four stolen nuclear weapons. 
Along the way you discover more 
about your quarry, and meet 
increasing nasty adversaries. It's 


Mack Bolan than anyone from 
Rainbow Six, that's for sure. 

Then again, since when has 
story mattered much in a shooter? 
And make no mistake—So/dier of 
Fortune is a pure, unadulterated, 
balls to the wall shooter. It's not 
realistic in the way Rogue Spear 


Raven might easily have lifted it in 
toto from one of The Executioner 


COMPUTER GAMES * JUNE 2000 


globe, to Africa, the Balkans, 
Siberia, Iraq, the Sudan, Japan, 


books. Perhaps they did—your 
character behaves a lot more like 


БЛГ S 
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is, or even Delta Force 2. The game 
depicts damage in a visually real- 


all completely standard, and ! 
i 
| 
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Too bad there's not more fun and games on the streets of Japan. This shot is 


pretty colorful though. 


istic fashion, and weapons ramp 
up in destructiveness in a more or 
less realistic manner. Don’t buy 
this game thinking you're getting 
a faster-paced SWAT 3-it isn't a 
combat simulator. You can take a 
lot of damage, and so can some 
of the enemies. Armor does an 
incredible job of absorbing dam- 
age, and your sniper rifle inex- 
plicably does less damage if you 
hit someone with it without using 
the scope than if you do. Who 
cares? Leaning around a corner, 
sniping a terrorist in the right eye, 
and watching what little gray 
matter he possessed appliqué 
itself to the wall behind him—all 
you need is to hear the lamenta- 
tions of his women and even 
Conan would be proud. 

The whole Soldier of Fortune 
magazine tie-in is nothing more 
than marketing sizzle, though 
that's not necessarily a bad thing. 
This could just as easily have been 
Pikachu Goes Postal (and it would 
have been just as much fun). It is 
kind of fun to visit Lasky's store 
and follow Gladstone to the secret 
mercenary base (ooh!) hidden in 


back, but ultimately it's not nec- 
essary. Being able to select your 
basic weapons and gear for each 
group of levels is pretty nifty, 
though, and as you can't carry 
everything it does require a little 
bit of thought. Beyond that, 
though, there's little that even 
smacks of role-playing or strate- 


1 gy. Even the money you get for 


accomplishments during a mis- 
sion is nothing more than a 
counter for bragging rights, for 
those who care. Here again, it 
doesn't matter a bit. 


Carnival of carnage 

You won't get short-changed on 
gameplay in this game, at least. 
There are 31 levels, although three 
are just trips to the store to equip 
yourself. That still leaves 28 maps 
platelet pouring combat, which 
should keep you occupied for a 
while. Of course, if you take the 
tough guy approach and limit or 
eliminate saves except at the 
beginning of a level, you might 
find the game lasts a lot longer. 
The normal five saves per level 
works well until the last couple of 
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This TV shattered, but too many objects in the game are indestructible. 


This fellow dropped his high-tech microwave gun. Could it be because you 


shot it out of his hand? 


maps, where the bad guys get 
pretty extreme, but you'll want to 
play around with it a bit to find 
where you're comfortable. You 
can't change the save setting, 
though, once you begin a game, 
so be warned. 

Raven's level design is first rate, 
and it shows in how the levels 
ramp up їп difficulty. The first 
three (which were featured in the 
demo) are cakewalks, with unar- 
mored enemies and relatively sim- 
ple situations. The Kosovo levels 
come next, and these are harder, 
as the bad guys get armor and 
heavier weapons, and the level 
layouts allow a lot more sniping 
and ambushes. Siberia is tougher, 
though you get some better 
weaponry by then, too. Your foes 
are well armed and there are a few 
puzzles as well. By the time you 
leave Siberia, you should be pretty 
well acclimated to the game and 
ready for stiffer challenges. 

The first Iraq mission is a blast, 
largely because the graphics are 
excellent and evocative, and the 
layouts are very interesting. Lots 
of roof crawling and skylight 


bashing, some heavy-duty ene- 
mies, and lots of machineguns 
make for exciting play. The final 
battle defending an airplane is 
particularly tense, especially if 
you've used up all of your saves. 
After your Persian Gulf tour, it's 
back to New York where you're in 
for some very difficult missions. 
One in particular—in which you 
have to clear a building of 
hostage takers—is very tough, 
and puts a premium on your 
marksmanship. Kill too many 
civilians and it's back to training 
Third World soldiers in the art of 
torture at a military base near 
you. Then, like Shaft, you go back 
to Africa to a meat packing plant 
in the Sudan for some fun in the 
abattoir. Again, good level 
design and some modest puzzles 
make for fun gaming. 

You begin your end run in 
Japan, fighting ninjas and yakuza 
goons, as well as the odd attack 
helicopter. The Japanese missions 
are not as much fun as the Iraq 
missions, but they are aesthetically 
interesting and nicely presented. 
Besides, after the land of the rising 


Oops! Better watch that zipper next time! 


0002 ANNI - SAWVD ui34ndWo2 


со 
S 


COMPUTER GAMES * JUNE 2000 


sun you go back to Baghdad (and 
a very difficult but satisfying mis- 
sion at a petroleum refinery). Then 
it's on to the finale, in a castle in 
Germany. This Wolfenstein-esque 
location is full of heavily armed 
enemies and presents quite a chal- 
lenge. It's fun because it's pretty 
well balanced... right up until the 
final battle. The big boss fight is 
not that appealing—it follows the 
all too typical pattern of most of 
these clashes and relies more on 
your endurance than your skill. 
The ending cutscenes are pretty 
satisfying, though. 

Throughout the game, the 
cutscenes try to impart a sense of 
flow and continuity, but they 
don't really succeed. It's not an 
impértant failing, though, as you 
should be here for the shooting, 
not the yakking. You don't ever 
develop any real concem for the 
main characters in the game, 
except that you do eventually 
come to hate the ultimate bad 
guy. Not for his callousness or 
brutality, really, but for his 
hammy and overly theatrical 


delivery of his rather silly lines. 
When good guys die, you don’t 
feel too upset (unless it costs you 
the mission, then you get pissed). 
When you kill the enemy, you revel 
in the carnage, but not from any 
sense of ridding the world of evil. 
Saving the world seems... well... 
inconsequential. And you don’t 
care, really, because there’s groins 
to shoot! It really does end up 
working like that. 


Multiple homicides 

One of the great things about the 
GHOUL system is that it allows you 
to shoot off the appendages of 
those you know and love. 
Virtually, of course. Multiplayer is 
one of the things Raven seems to 
want to push with the game, and 
it seems to work well enough. On a 
LAN (naturally) it’s fine; on the 
Internet, you have to either input 
an IP address or tie in to one of the 
listed game servers, which seem 
somehow tied in with Sierra’s WON 
service. Yes, you do have a CD key 
code too. It’s all done through a 
very nicely designed interface, 


and feels pretty seamless. 


There’s a full package of multi- 


player gaming here. You get 
games with up to 32 players (16 
recommended for best perfor- 
mance), and five types of death- 
match games: Straight death- 
match (individual and team); 


Assassin, where the game assigns 


you specific targets; Arsenal, 


where you have to score a kill 
with each of your randomly- 


assigned weapons; Capture the 
Flag; and Realistic. Realistic 
deathmatches are a hoot, with 
"realistic" (i.e. lethal) damage 
and no healing. The more noise 
you make and the faster you 


move, the more fatigued you get, 
necessitating the use of some dif- 


ferent tactics. Expect lots of one- 
shot kills in this mode. 

There are also lots of options 
you can set, and the game 


includes a reasonably large assort- 


ment of multiplayer levels, each 
identified by how many players it 
is best suited for. You can choose 
to automatically download any 
necessary components you lack 


when you log on to a server, and 
overall the multiplayer interface 
seems pretty slick. You have a 
choice of several player models; 
they're not quite Quake III quality 
or variety, but hey, they’re cool (in 
a GHOUL-ish sort of way). 

While preparing this review, the 
game was still shipping to retail- 
ers, so we were unable to test out 
Internet play to the extent we'd 
like to. The demo, which Raven 
assures us is a good baseline, is 
smooth enough though. Regular 
deathmatch online isn’t that dif- 
ferent from any other shooter with 
real-world weapons, though—it’s 
the Realistic mode that makes 
Soldier of Fortune unique. Still, 
Raven does a great job of imple- 
menting online play, and you 
shouldn't have any trouble getting 
fragged, barring the usual and 
uncontrollable Internet snafus. 


How do you 

sleep at night? 

With a game like Soldier of 
Fortune, we have to ask whether its 
over-the-top violence and dis- 


Shoot ‘em in the leg, and they hop like jumping beans. Notice the slick 
textures too! 


How do you take down an armored foe? Shoot him in the head, of course! 
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Cutscenes like this are way too intense for younger gamers. 


turbing imagery isn't a Bad 
Thing?" to offer to a world 
beset with the doings of 
numerous wanna-be Angels 
of Death. The game is disturb- 
ing—make no mistake. Not 
just the violence, either—there 
are cutscenes showing brutal 
cold-blooded murder as well. 
You could well ask whether a 
steady diet of evisceration, 
amputations, and shattered 
craniums might numb us to 
the violence. Well, keep ask- 
ing. We don't have any 
answers. This is clearly a 
game, and the context of the 
camage is clear. You are a 
Good Guy, they are the Bad 
Guys, and they are very bad 
indeed. You are the Law. 
Thematically, that's how it 
shakes out. Emotionally it's a 
tougher call. There's a sick 
pleasure you get from blast- 
ing people in a quasi-realistic 
fashion. You can almost feel 
the kick of the .12-gauge as 
you shatter some poor 
schmuck's femur; you can 
feel your arm tingle from the 
recoil of the .44 as you staple 
somebody's forearm to à 
couch. Is it the satisfaction of 
playing a well realized game, 
where cause and effect are so 
in synch, that is enjoyable? 
Or the vicarious thrill of rend- 
ing apart what God created, 
in a fashion more suitable to 
Satan than to an avenging 
angel? It's hard to say. 
Certainly, this is emphatically 
not a game for children. 
Activision is releasing a ver- 
sion with the gore perma- 
nently toned down, but even 
then, I'd have to question 
why a parent would let a 
child play this game. It's а 
great shooter for an adult, 
but even without GHOUL-ish- 
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ness it’s going to be way too 
intense for a child. 
Ultimately, it comes down 
to what you want out of a 
game. If you play shooters, 
you're probably inured to 
video violence. If you are a 
fan of modern weaponry and 
mercenary magazines, you 
probably have ballistics 
tables memorized. And if you 
are an adult who just likes to 
blow off steam by blowing 
off digital extremities, Soldier 
of Fortune is a fantastic pur- 
chase. The squeamish or the 
overly sensitive should prob- 
ably stay away—there's no 
way to tone down the visceral 
effect this game has on you. 
For the jaded among us, it’s 
comical the way blood spurts 
and bones shatter, but for the 
less world weary, there’s a lot 
here that could be unsettling. 
It's a good game, but it does 
come with some caveats. 


Kill ‘em all, let God 
Sort 'em out 
In the end, this is a great 
shooter. Not a superb game, 
but a very good one, one that 
deserves a spot on your hard 
drive if you like violent, lurid 
shooters and enjoy seeing 
them spectacularly executed. 
This is also a game that will 
end up disturbing many peo- 
ple. That's okay too—just 
don't introduce your mother 
to this one, or your little 
niece. There's room for all 
sorts of games in this indus- 
try, and this one fits into its 
own nifty little niche: the 
adult carnage cornucopia. 
One thing that we also 
have to make clear is that this 
is not a game for those who 


demand realism. Sure, the 
weapons are more realistic 
than those in Unreal 
Tournament or most other 
shooters, but only up to a 
point. Damage is realistic in 
that flesh and blood get 
smashed in proportion to the 
power of the weapon affect- 
ing them, but there is no seri- 
ous ballistics model here. 
Armor stops lighter rounds 
and shotgun blasts, while 
high velocity ammunition can 
pierce multiple enemies. 
There is no shooting through 
walls or doors, however, and 
no calculation of angles of 
impact. It's cartoonish, but a 
very refined cartoonish. 

What you do have, 
though, is a shooter that 
looks good, performs 
superbly on modest hard- 
ware, has some of the best 
collision detection in terms of 
shooting and targeting we've 
ever seen, and delivers the 
most gut-wrenching, high- 
impact visual display of 
damaged flesh ever to grace 
the PC. The levels are well 
designed and fun, you can 
customize the difficulty to 
your heart's content, and it 
seems rock-stable. What 
more do you want from а 
game? A more interactive 
plot, perhaps, or something 
to spend the money you eam 
in every mission on, but that 
would be a different game, 
wouldn't it Cer, like Deus Ex, 
perhaps?). Raven Software 
set out to make a shooter, 
and it's made a damn fine 
one. Just be sure you're up to 
it before you dive in. It gets 
mighty bloody in there. 
—Robert Mayer 
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Nox 


Frantically simple is good 


sure, you probably want to 

know why, but does it matter? 
It does? OK, this is why: you will 
have fun with it. You might not 
know why it's fun, but you'll play 
it anyway—at least until they 
release Diablo ІІ, and even proba- 
bly thereafter. Need more? Is there 
someone you need to convince 
that there’s nothing better to do 
with the $39.95 (or so) in your 
Dilbert bank? Then read on. 


G o buy Nox. End of review. Oh | 


i 

І 
Meet Jack Doe І 
Westwood Studio's Nox is an ! 
action-RPG that feels like a mix of | 
Gauntlet and Diablo with a touch — | 
of Darkstone thrown in as high- i 
fiber filler. Setting: a trailer park. ! 
You're Jack Mower, sitting in your | 
easy chair on a warm Florida day, ! 
throwing back a few Budweisers, ! 
watching American Gladiator 1 
reruns, and wondering if your і 
antiperspirant is holding out. All | 
of a sudden you and the television ! 
are sucked into a void and i 
whisked through a dimensional ! 


GENRE Action-RPG ! 
PUBLISHER westwood studios | 
REQUIREMENTS pentium | 


or Pentium 200 MMX, 64MB RAM 


MULTIPLAYER 2-31 players; 
LAN; Westwood Online 


RATING 


wormhole into the land of Nox. 
Don’t you hate it when that hap- 
pens (especially during the 
Atlasphere event)? 

There to meet you at splash- 
down is Mr. Airship Captain, look- 
ing as though he has descended 
from the convergent bloodlines of 
Captain Kangaroo and Cap’n 
Crunch. He reveals a small piece of 
the land’s backstory, and intro- 
duces the main plot line—evil sor- 
ceress Hecubah, spawn of the dark 
necromancers of the North, is out 
to launch an Orb of Oblivion spree 
that will result in an undead army 
terrorizing the good and whole- 
some folks of the land. With the 
Cleavers, Cunninghams, Huxtables 
and Teletubbies out of commis- 
sion, Hecubah can claim her posi- 
tion as ruler of all Nox. Also in the 
cast of characters (if you stretch 
your imagination a bit when look- 
ing at their portraits) are Yosemite 
Sam as Aldwyn the Conjurer, 
Patrick Stewart as the Warlord 
Horrendous, and Sir John Gielgud 
as Horvath the Arch-wizard. 

There is a “Land of Nox and its 
History” section at the back of the 
slick-looking, well-presented man- 
ual, but providing this information 
doesn't help flesh out the extreme- 
ly thin story. No matter how you 
slice it, the plot is simply “Destroy 
Hecubah, Save Nox.” Granted, the 
“destroy the evil, save the world” 
scenario is central to most RPGs, 
but often there is some combina- 
tion of intricate character develop- 


UPSIDE 


Wild multiplayer action, single-player 
replayability, great looking effects. 


Do you get the impression you're 
not supposed to walk into the laser 
beams? 


[left] A typical moment of shopping 
in a very handy interface. 


DOWNSIDE 


Shallow story, weak characters, some- 
times shaky Al. 


Speed SLOW [ 
Wizards эге masters of magic. They create magical traps. | = 
Containing spels, They cannot wear armor and can arm | 
themselves only with Wizards commence their 


re Castle Gi 


You must have walked into the 
laser beams. This is a typical screen 
of death. 


Choose from among three character 
types for three very different games. 
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“| played Nox for months, and at that point I could see that it was going 


become a hit (it is much more fun than Diablo)." 


—Wraith 


"You have to really play Nox in order to appreciate it. It plays nothing 
like Diablo. I think there's room for both games at the top." —Jim Brewer 


ment, side quests, plot branching, 
multi-character parties, and sub- 
plot—not here. One exception is 
that an occasional NPC will accom- 
pany you through a portion of a 
few chapters. 

You, as Jack the Warrior, Jack 
the Conjurer, or Jack the Wizard, 
travel through 10 chapters of 
extremely linear gameplay, fight- 
ing monsters and keeping on the 
trail of Hecubah while you gather a 
couple of quest pieces along the 
way. Your character is only really 
as defined as his class abilities, 
and statistics are basic and their 
presence is just about transparent. 
The stats, or "attributes" (as the 
manual calls them) are Health, 
Strength, Speed and Mana (magi- 
cal ability). Even if you never real- 
ize that you can click on the char- 
acter portrait to view them, it 
makes no difference at all in the 
game. Jack has no tragic flaw 
(well, if you don’t count his affini- 
ty for wrestling), no undercurrent 
of angst, no sense of humor. He's 
as flat as E is to F. 

The voice acting is mixed, with 
Hecubah tuming in an extraordi- 
narily bad performance in a come- 
dy-behind-the-menace approach 


(at least we hope she was going for 
comedy). She appears during the 
death screens (thankfully only 
once per chapter) that appear 
when you bite it and incants some- 
thing inane like "You have failed to 
acquire the «quest item here» and 
now 1, Hecubah, will be the ruler of 
all Nox." That's not verbatim, but 
you get the idea. She also appears 
a few times during the story, and 
when she is surrounded by the 
other characters, seems to fare 
much better. The other perfor- 
mances are less monotonous, and 
you will even come to enjoy the 
Captain as he guides you step by 
step along your way. 


But it's so darn pretty if 
you look into its eyes 
OK, so far, not so good, right? 


| When you look past the lack of 


story depth and character develop- 
ment, however, you'll find a game 
that is marvelously addictive—one 
that you find yourself returning to 
“just because.” Anyone who 
remembers the days of Diablo's 
wild popularity will be able to 
relate to this, and yet although this 
game resembles Diablo, it is a 
rather different experience. 


o 
o 


Ir (0) С 


GES 


OW S 


Kids Domaim 


COMPUTER GAMES * JUNE 2000 


views 


The view is three-quarter iso- 
metric with limited line-of-sight, 
and the detailed indoor and out- 
door locations are stunning with 
wonderful textures and objects 
that shift when you run into them. 
Although there have been some 
complaints about rocks and chairs 
that move with no good reason, 
you can sometimes use them to 
block doors and entrances as a 
defensive tactic. 

Your character’s portrait and 
in-game depiction will change as 
you change armor and weapons, 
and although you'll wish for a 
larger variety in the way of cloth- 
ing and armaments, the ones that 
exist are attractive. 

Navigation is of the “hold the 
right mouse button down” variety, 
and character animation is spec- 
tacular. The diversity of the mon- 
sters (although there aren't all that 
many types) is wonderfully bal- 
anced from the simple (Giant 
Leech) to the complex (Urchins who 
giggle and throw rocks at you, 
then run like hell). If you never 
smiled for a second at the dialogue 
or the story, you'll smile plenty at 
the whimsical animation. It's actu- 
ally quite (don't gag now) cute. 

Animated water and lava, mov- 
ing walls and traps, not to men- 
tion some very satisfying spell 
effects—all contribute to the 
game's immersive environment. 
Spontaneous holes in the ground 
that plummet you to the pits of 
doom below, along with elevators 
and lifts to different locations, 
provide seamless transitions 
between the levels in most cases. 
You won't find yourself in a "load- 
ing" mode all that often. 
Occasionally levels are divided 


into areas that must load sepa- 
rately. But just add bleach to the 
white load and move on. 


Replayabililty—it's not just 
a buzzword anymore 

Pretty doesn't cut it, though, 
when you're looking for true 
entertainment; but many will find 
this game wildly entertaining, 
even with its problems. Wild is 
the operative here, as Nox is pri- 
marily an action game, and the 
action you'll encounter will differ 
widely depending upon your ini- 
tial class choice. 

There is a slightly different sto- 
ryline behind each class—a differ- 
ent starting location, different 
mentor, and a few different 
quests—but this in itself is not 
enough to warrant playing 
through the single game more 
than once. What will make you 
want to try at least two if not all 
three of the single-player games is 
the very different play styles you'll 
need to use to get through each 
one. The Warrior (who is probably 
the least interesting choice) has no 
magic, but does have special skills 
to add some intrigue to his char- 
acter. Berserker Charge sends you 
careening into the enemy at full 
force. Tread Lightly reduces the 
sound you make when approach- 
ing enemies and will let you sneak 
past traps. War Cry cancels all 
spells, summonings and missiles in 
the area, and prevents nearby 
spellcasters from casting for a cer- 
tain time. Eye of the Wolf enables 
you to see any creatures that are 
invisible to the naked eye and to 
see in the dark. Finally, Harpoon is 
a small projectile that is attached 
by a length of cord to the warrior’s 


Too many fists in play is never a good thing. 
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Four bombers can follow at once...they resemble "Scrubbin' Bubbles." 


sleeve, and it shoots out upon 
command and hauls your prey 
back in, fishing reel style. 

For most of you, though, it will 
be about the magic. Conjurers can 
summon almost every creature in 
the game after acquiring its crea- 
ture scroll. This adds an enormous 
variety of possibilities, as you can 
summon several small creatures or 
one or two huge ones, and have 
them scout ahead for you, or 
guard an area. It is as close toa 
"party" as you will get in this 
game, but unfortunately the crea- 
ture Al is not that well-developed. 
Anything following you absolutely 
adheres to your heels, which 
makes navigation difficult in some 
cases (becoming stuck in small 
тоотп or narrow passages). 
Monster AI also suffers a bit since 
you can often detect them way 
before they detect you, making 
them much too easy game, but the 
boss fights are a satisfying treat. 

Wizards have a large variety of 
spells, many of which are more 
useful in multiplayer, but all о} 
which can be used in interesting 
combinations as part of the 
Wizards' trap skill. Three spells are 
combined to form a trap, which 
you may carry or drop. When you 
lure your pursuer through one, it 
sets off all three spells and can do 
a lot of damage. Conjurers have a 
similar setup with "bombers," 
which are not dropped but follow 
them around like summoned 
creatures and "explode" into 
their spell components when an 
enemy approaches. 

The single-player games are not 
difficult, in fact most will find 
them a bit too easy, especially. 


with the abundant supply of mana 
and health potions and mana- 
recharge stations. You will proba- 
bly not be bored, however, as the 
pace can be quite hectic. And 
sometimes it's just comforting to 
play something that is not stressful 
at all times. 

For some really tasty stress, 
though, multiplayer gaming is a 
must. It can get downright frantic, 
and the character combinations 
allow for so many more interesting 
possibilities than in the "who gets 
the big gun first" mode of gam- 
ing. The game types are Capture 
the Flag, Arena (basic death- 
match), Elimination (final survivor 
deathmatch), King of the Realm 
(find the crown and keep it—you 
only get points for kills while you 
or a teammate is in possession of 
the crown) and Orb (each team 
guards a team flag, but only one 
orb is in play; you score by hitting 
the enemy's flag with the orb, or 
gain the orb by hitting its carrier 
and knocking it free). While the 
single-player game tosses you into 
the fray as a lowly level-one 
novice, you begin multiplayer at 
level 10 with all spells available. 
Items and armor appear randomly 
and regenerate after someone col- 
lects them. It's mayhem and chaos 
and a total blast. 

Serious role-playing fans will 
not find story and substance here, 
but Nox is greater than the sum of 
its parts. It's silly and vapid and 
mesmerizing and addictive and a 
must for anyone who's just sitting 
and waiting for the end-of-year 
"blockbuster" titles. So go buy. 
Nox. End of review—this time for 
sure. —Cindy Yans 


Join the discussion at http://www.cdmag.com/cqi-bin/WebX?1322.ee66a52 


Download the demo at http://www.cdmag.com/articles/026/065/nox_demo.html 


Cheat your way through from http://www.cdmag.com/articles/026/095/nox. cheats.html 
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Final Fantasy VII 


Not final, barely fantasy, but 100% fun 


very, very different definition 
of role-playing than PC 

gamers. If you go into this game 
expecting a traditional, PC-style 
role-playing game with an open- 
ended gameworld, plenty of char- 
acter customization, and an 
emphasis on advancement 
through the manipulation and 
practice of a series of stats and 
skills, you're going to end up 
wondering who switched CDs on 
you. Final Fantasy VIII, the latest 
installment in a long-running 
Japanese console series, is a won- 
derful, engrossing, story-oriented 
game with memorable characters 
and timeless themes. It is not, 
however, a role-playing game. 

It's a very linear title. Gameplay 
follows the standard Squaresoft 
model—your first few quests are 
pretty much a "railroad," where 
you'll leam how to use all the 
basic controls, master the intrica- 
cies of combat and the magic sys- 
tem, and get to know the back- 
ground of the gameworld. After 
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this "warming up" period, new 
areas of exploration will be added 
one at a time, constrained by geo- 
graphical and logical boundaries. 
Eventually, as the plot progresses, 
you'll be able to access more and 
more regions until finally, at the 
end, air transportation is available 
and you'll have free run of the 
entire map. 

This limitation, quite unlike the 
open nature of traditional epic 
RPGs such as Ultima and Might 
and Magic, is implemented for an 
excellent reason—to tell a tightly 
woven, coherent story. And this is 
the heart of Final Fantasy, an 
adventure-style experience in 
tight leather, RPG clothing. 


SeeDs of adventure 

Final Fantasy VIII is the story of 
Squall Leonhart, an orphaned, 
embittered teen who is in the final 
stages of his education at Balamb 
Garden, the world's finest training 
center for soldiers. As the game 
begins, Squall is preparing for his 
final exam, a sort of "trial by fire" 
to determine top students' suit- 
ability for SeeD, the Garden's elite 
mercenary force. Also undergoing 
the exam (a strike operation to 
liberate the populace of a nearby 
city from the planet's military bul- 
lies, the Galbadian army) are Zell 
and Selphie, two students who will 
eventually become Squall's team- 
mates and friends, and Seifer 
Almasy, another headstrong 
orphan who is Squall's rival in 


Fabulous story, fun characters, solid 
gameplay, cutscenes to die for 


Cafeteria Lady 


Save points, magic system can get 
monotonous in midgame, movement 
slow on world map 


"No more hot dogs today." 


THE BUZZ E ЕВ 


What's a hero gotta do to get a hot 
dog in this place? 


[left] When characters’ action bars 
fill up, they can attack. 


“I think that most of us who have played the previous Final Fantasy 


games and liked them also love Final Fantasy VIII." 


—Dan Drew 


"Quite a good game, a good anime story, but sell millions of copies апа 
pre-order exceeds all-time sales for Baldur's Gate, Diablo, WarCraft Il, 
Fallout altogether? 1 had to say the game itself is far from that good..." 


every respect. The exam (and its 
immediate aftermath) acts as sort 
of a tutorial for the game's con- 
trol, combat, and magic systems— 
the plot doesn't thicken until 
Squall dons his spiffy new SeeD 
uniform for the graduation party 
and meets the beautiful and mys- 
terious Rinoa Heartilly. 

Soon, he and his small team are 
off on their first real assignment, 
to assist in the liberation of anoth- 
er city from Galbadian military 
rule, and of course one thing leads 
to another until they're thrown 
into a desperate bid to save the 
world from an evil sorceress. 
(There’s no point in going on an 
adventure if it isn't a big, danger- 
ous, eventful one, right?) Now add 
some bizarre dreams in which 
Squall and company experience 
life as a threesome of Galbadian 
soldiers named Laguna, Ward, and 
Kiros, the discovery of Squall's 
hidden past, plus a very strong 
undercurrent of romance and 
redemption, and you've got an 
epic tale worthy of the big screen. 


—DarkTalon 


Most of the plot is carried out 
through interaction with NPCs, 
exploration of the various loca- 
tions, and party dialogue. But 
what's an epic without battles? So 
Final Fantasy VIII contains more 
than a generous share of combat, 
and an extensive magic system to 
help in enemy elimination. 

SeeDs, as it happens, have one 
major advantage over the ordinary 
soldiers of their world—Guardian 
Forces. These magical entities are 
attached (or "Junctioned") to a 
SeeD, and lend their considerable 
powers in combat. The primary 
function of a Guardian Force (GF) is 
to allow accumulated magic spells 
to be junctioned to various charac- 
ter stats (such as attack strength or 
hit points) to make them more 
powerful. A GF can also be directly 
summoned in battle, and will take 
any damage aimed at the charac- 
ter for a short time, after which it 
will unleash a powerful assault on 
the enemy. As the GF gains in level 
and training, it will offer even 
more assistance, allowing charac- 
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ters to attack with elemental or 
status-changing effects, and pro- 
viding extremely useful non-com- 
bat skills such as the ability to 
refine items into spells. 


Spelling it out 

Now, the magic system in this 
game may seem a bit clunky at 
first, but as the game progresses, it 
becomes more and more powerful. 
Rather than using mana or daily 
memorized spells, as many other 
RPGs do, Final Fantasy VIII portrays 
magic almost like physical items, 
in that each character can carry up 
to 100 stored units of each spell, 
and either junction them to a sta- 
tistic or cast them in combat. Spells 
can be obtained either at magical 
“draw points” around the world, or 
by “drawing” them from oppo- 
nents during battle. Each enemy 
carries an unlimited supply of one 
or more spells, and characters can 
sacrifice a round of attacks to 
siphon some of this magic into 
their own reservoir. 

The advantage? With spells such 
as Cure (healing) and Esuna (status 
curing) available for free on vari- 
ous monsters, you'll never have to 
shop for potions again. The down- 
fall? Interminable combats when- 
ever you discover a new spell and 
have to spend ten minutes drawing 
batch after batch until all three 
active characters are full up. 

Final Fantasy VIII uses 
Squaresoft's standard Active Time 
Battle system, which is sort of a 
hybrid of turn-based and real- 
time combat. Each character (and 
enemy) has an action bar which 
fills up over time. When the bar is 
full, that character can attack, 
draw or cast a spell, or take some 
other action. 
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Guardian Forces can “junction” magic to various character stats. 


Although Squall will eventually 
assemble a sizeable group of 
friends, only three characters can 
be in the party at once. And here 
we find another deviation from the 
traditional PC RPG format—each 
character is pre-generated and no 
customization options are avail- 
able outside of choosing their GF 
and what spells to junction. Even 
their weapon is pre-selected, and 
cannot be replaced. 

Weapons can, however, be 
upgraded over the course of the 
game, by visiting one of the 
world’s many weaponsmith 
shops. This advancement is 
accomplished in the time-hon- 
ored adventure fashion of “task- 
ing"—in order to upgrade 
weapons, you'll need to go out 
into the world and find the vari- 
ous items needed for the process, 
then bring them back to the 
weaponsmith. Fortunately, most 
items can be found on monsters. 


Nuts and bolts 

Final Fantasy VIII's similarity to a 
traditional adventure game is also 
reflected in its graphics. Whereas 
the world map is depicted in 3D, 
complete with two points of view 
and a rotatable camera, all cities 
and other locations are represent- 
ed as a series of painted back- 
grounds in which the 3D charac- 
ters move. These locations range 
from the basic to the bizarre, but 
all are believable and enticing— 
cafeterias, pubs, and houses are 
as lovingly detailed as the under- 
ground grottoes and the secret 
space station. 

Now, since the game was origi- 
nally developed for PlayStation, 
the painted backgrounds aren't 
as crisp as PC players have come 
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3D characters sometimes appear over moving video backgrounds to provide 


transition into cutscenes. 


to expect from RPGs such as 
Planescape: Torment. Happily, 
the art style takes this limitation 
into consideration, and uses 
exaggerated lighting and lurid 
colors to compliment the fuzzy 
landscape and create a very dis- 
tinctive visual "feel". 

The character models, on the 
other hand, are as detailed as any 
you'll find in a 3D PC role-playing 
title, and their animations are 
motion-captured for authenticity. 
And then there are the cutscenes— 
it's probably safe to say that no 
other computer or console game 
has come close to this level of 
detail, quality, amount and sheer 
awe-inspiring glory of Final Fantasy 
VIII's rendered movie cutscenes. 
There were probably animators at 
Pixar staring slack-jawed at some 
of these interludes, thinking they 
finally had some real competition. 

The music is equally notewor- 
thy, although it is paradoxically 
also one of the game's weakest 
points. The score is fabulous, as 
veteran Final Fantasy composer 
Nobuo Uematsu weaves familiar 
game themes with sweeping new 
selections, and Chinese pop sensa- 
tion Faye Wong lends her voice to 
the game's romantic melody. 


If you capture a chocobo in one of 
the domed forests... 


Unfortunately, however, the stor- 
age format is pure console, and 
much of the music is presented in 
MIDI format, which puts the bur- 
den of quality on each player's 
sound hardware. 

Another console legacy of Final 
Fantasy VIII is its control scheme. 
Although keyboard commands are 
available, the game only truly 
shines when played on a joypad. Im 
an attempt to accommodate both 
types of player, Square devised an 
interesting little feature for this 
port—the game autodetects 
whether you're using keyboard or 
joypad, and changes the callouts in 
the game tutorial and help screens 
to reflect only the keys/buttons 
you're actually using. Although PC 
players may have some difficulty 
adjusting to the limitations of joy- 
pad controls (multiple sub-menus, 
no hotkeys, thumb blisters), the 
fact is that it's kind of nice to 
slouch back from the screen and 
ignore keyboard and mouse. 

Of course, there is one draw- 
back to console ports, and that's 
their reliance on designated "save 


... you can export her chick to this 
little Windows applet. 
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Triple Triad is a card game of skill and not a little luck. 


points." This game is no excep- 
tion, and you'll be able to save 
your game only at one of these 
special locations or anywhere on 
the outdoor world map. And 
speaking of the world map, it's 
odd to note that movement there 
is fairly slow, even more so than in 
the PlayStation version of the 
game. Fortunately, these are both 
minor annoyances that don't sig- 
nificantly impact gameplay—there 
seems to be a save point practical- 
ly anywhere you'd logically want 
to save, and you don't really 
spend much time on the outdoor 
world map anyway. 


Extra! Extra! 

One thing the Final Fantasy series is 
known for is its inclusion of fun, 
usually optional mini-games. Final 
Fantasy VIII continues this tradition 
with two engrossing puzzlers, Triple 
Triad and Chocobo World. Neither 
one is necessary to finish the game, 
but each provides a definite “edge” 
in extra items and features. 

Triple Triad is basically a collec- 
table trading card game, much like 
the flood of illustrated battle cards 
you'll find at any game shop or toy 
store. In Squall's world, Triple Triad 
was invented by off-duty soldiers 
to pass the time, and has since 
spread into a global craze where 
each geographic region has 
evolved its own house rules. In 
basic gameplay, each player has а 
deck of cards—many of them com- 
mon, a few quite rare. The cards 
represent the world's monsters, and 
each one has four numbers 
inscribed around its face. The num- 
ber on the side of a card indicates 
its strength on that side; when 
placed next to an opponent's card, 
the stronger card "captures" the 
lesser one and gains temporary 
ownership of it. Think of it as domi- 
noes for the Magic crowd. 


Early in your adventures, you'll 
acquire a deck of very basic 
cards. At that point, you can 
challenge nearly anyone you 
meet in the world, and many of 
them will agree to play. When a 
match begins, a simple board of 
three by three tiles is laid out on 
the screen. You and your virtual 
opponent will each select five 
cards from your deck, and place 
them facedown on the sidelines. 
Then you'll take turns placing 
cards on the board, trying to 
capture as many of your oppo- 
nent’s cards as possible. When all 
nine tiles have been filled, the 
player with the most “owned” 
cards on the board is the winner, 
and can choose one of the loser's 
cards as a prize. 

Regional rules allow such vari- 
ants as Open, where the ten cho- 
sen cards are placed face-up on 
the sidelines for both opponents 
to see; Random, where cards are 
automatically selected from each 
opponent's deck instead; 
Difference, in which the winner 
receives not one card from the 
loser but a number of cards equal 
to the difference in their scores at 
the end of a round, and so on. 
Your starting deck can be sup- 
plemented by cards won in chal- 
lenges, as well as by defeating 
powerful enemies in battle and 
using the Card GF command to 
transform lower-level monsters 
into their respective cards. 
Several sub-quests in Final 
Fantasy VIII involve challenging 
groups of people to Triple Triad, 
and the spoils include everything 
from helpful items to extremely 
powerful cards that represent not 
simple monsters but bosses, GFs, 
and even characters. For some 
players, Triple Triad is almost 
more engrossing than the main 
RPG itself. 
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And then there's Chocobo 
World. This simplistic little 
Windows applet may seem oddly 
familiar to owners of a 
Tamagotchi, Gameboy, or 
Dreamcast VMU, and for good rea- 
son—it was originally designed to 
work with the PlayStation version 
of Final Fantasy VIII and a 
Japanese add-on device called the 
PocketStation (a precursor of the 
VMU). Scattered throughout 
Squall's world are several small, 
domed forests in which chocobos 
(large, flightless birds which 
resemble riding-sized chickens) 
ive and breed. In each one, à 
puzzle can be solved to capture а 
wild chocobo for encounter-free, 
speedy transportation across the 
map. Once the first of these chal- 
enges has been overcome, you 
will be presented with a baby 
chicobo to raise and train. This 
luffy little guy can be exported to 
the Chocobo World applet, where 
he and a couple of other cute 
characters will explore randomly 
generated levels in search of trea- 
sure and items. 


Junctions Magic to Hit 


(G&G Diablos 


Current EXP 
Next LEVEL 


Learning 
S Time Mag-RF 


At any time, the chocobo can 
be imported back into Final 
Fantasy VIII, and the items he 
gained in his own little world will 
be transferred to Squall and com- 
pany. Better still, he can be sum- 
moned in battle as a GF by the use 
of special food (greens) purchased 
from the chocobo handler in the 
domed forests. Tamagotchi fans 
will adore Chocobo World. 


What’s not to like? 

Solid gameplay. Great graphics, 
exciting battles, beautiful music, 
stunning movies, thought-provok- 
ing themes, fun mini-games, 
drama and romance, memorable 
characters. And did we mention 
solid gameplay? There's little 
wonder that this series is one of 
the world's best-selling digital 
entertainment properties. 

All in all, Final Fantasy VIII is a 
wonderful gaming experience for 
adventure and console RPG fans 
alike, and is a great reminder that 
story-driven gaming is far from 
dead. Vive l'amour! Viva 
Squaresoft! —Cindy Vanous 


Complete! 


Complete! 
Complete! 
Complete! 
Complete! 


Guardian Forces can learn a variety of helpful tricks and skills. 


The Queen of Cards moves from town to town, spreading new rules. 
Challenge her to win a great card. 
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Need for Speed: 


Porschephiles rejoice! 


purchase price: 11955 
ттт a 


UPSIDE | 


Pretty much everything: fabulous 
racing action, jaw-dropping graphics, 
great variety of tracks, terrific 
“Evolution” mode. 


Porsche Unleashed Æ 


| DOWNSIDE 


Occasionally sluggish performance on 
some tracks, somewhat clunky buy/sell 
parts interface, somewhat dull “Factory 
Driver” mode, it’s a bit on the easy side. 


CAM 
АРИР 


Or 
Vay 


Electronic Arts delivers a big wet kiss to fans of the world’s best sportscars 


he smash hit PlayStation і 
Г Gran Turismo changed. | 

the face of racing games for- | 
ever, and in a good way. Every 1 
product released in its wake has | 
to measure up to its standard; | 
they need to have more than | 
just straight racing, they need — | 
to have terrific graphics, they 
need to have interesting and 
plausible driving physics and 
they need to have lots of tracks 
with a bunch of near-photo- 
graphic environments. And most 
of all, they need to have a lot of 
drivable cars. Building a racing 
game around a single car, a /a 
the superb but poor-selling 
Viper Racing, is seemingly a 
recipe for failure. 

You might think doing the 
same thing around a single car 
company would be equally 
problematic (anyone for a fine 
Hyundai race game?), but few 
marques can sustain a game as 
well as the wunderkinds at 


REQ ENTS) pentium 


200, 32MB RAM, 3D Accelerator 
MULTIPLAYER 2-8 players; 


Internet, LAN, modem 1 


RATING 


Porsche. If you need proof, look 
no further than Electronic Arts" 
superlative Need for Speed: 
Porsche Unleashed. It delivers 
everything you could want from 
а racing game, and does it in 
the most stunning package 
since... well, last year's Need for 
Speed: High Stakes. In fact, it's 
a better game in every respect. 


The cars are the stars 

The cars from Zuffenhausen hold 
a special place in the heart of the 
enthusiast. And almost all of 
their models are represented in 
Porsche Unleashed, ranging from 
their first sports car, the "bath- 
tub with wheels" 356 to the cur- 
rent fire-breathing (but remark- 
ably well-behaved) 2000 911 
Turbo (or 993, to the 
cognoscenti). The game models a 
grand total of 80 different cars, 
a few of which are available at 
the start of the game for stan- 
dard races and others you'll need 
to purchase (and unlock) as part 
of the "Evolution" mode of play. 
The game does a significantly 
better job than Gran Turismo at 
making the cars feel distinctive. 
In that game, a front-wheel drive 
car handles pretty much the 
same as a real-wheel drive one 
(which is fairly loopy). Porsche 
Unleashed's physics model gives 
most of the models a slightly 
more distinctive feel. 


But you may not think that right 
out of the gate. All of the rear- 
engine Porsches, up to and 
including the 914 in the '70s, 
have remarkably similar han- 
dling characteristics. None of the 
cars really has enough horse- 
power to get you in too much 


[top right] Welcome to the 70s. Now 
go away. 


[above] Behold the glory that is the 
91А. 


[right] The cockpit view of the amaz- 
ing GTI racecar. 


[below] The Mary-Kay 911, definitely 
not for the squeamish. 


Join the discussion at www. 


trouble; while the suspension 
and tire technology limits their 
grip, they simply do not have 
the horsepower later cars do. The 
'73 911 Carrera RS could bite you 


IBS'ETITUIDO S6 Coupé (993) 
purchi 
current value: 277,535 


cdmag.com/cgi-bin/Webx?13@@.ee71f90/23 
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if you're not careful—all of the 
356 models and the early 911s 
are twitchy and fidgety when 
pressed in a turn—but otherwise 
they're still manageable. 

All of that changes—both in the 
game and in the real world—with 
the devilishly fast, borderline 
dangerous, first-generation circa 
mid-'70s 911 Turbo. This is truly 
an untamed beast—in real-life it's 
perhaps the most frightening road 
Porsche ever created—and the 
game nails it perfectly. It’s nearly 
impossible to elegantly navigate 
most turns with this car. It over- 
steers horribly—the back end 
always wants to be out in front. 
You need to brake with extreme 
care while driving in a perfectly 
straight line; there’s little power 
sliding potential with this baby. 
Later versions of the car, up to 
and including the current year’s 
model, have tamed it consider- 
ably, making the handling almost 
neutral (and offending the 
purists, who like the fact that 
they're the only people who can 
drive the old and dangerous 9115). 

Oddly enough, the game illus- 
trates one interesting point that 
many drivers actually agree with; 
the best handling Porsches were 
probably the front-engined, rear- 
wheel drive 944 and 928 models. 
With their 50/50 weight distribu- 
tion (due in large part to the 
engines in the front and transmis- 
sions in the back), they have per- 
fect balance and can be driven 
fast a lot easier than their trickier 
rear-engine siblings. (The Boxster 
actually is closer to the 944 
because it's technically a mid- 
engined car, since the engine is in 
front of the rear axle.) 


The physics of racing 
No Need for Speed game has 
ever purported to be a Papyrus- 
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ı right while mashing the brake. 


level "real" racing simulation, 
and neither does Porsche 
Unleashed. Its collision detec- 
tion and damage modeling 
falls short of the leader in that 
area, SCi's Carmageddon series, 
and its physics aren't the near- 
perfect marriage of simulation 
and arcade like Viper Racing. 
However, it does represent a 
significant upgrade for the 
series. No longer does it reward 
the player that masters the fine 
game art of "slam the joystick 
or steering wheel to the left or 

The damage modeling is 
pretty weak. It's well repre- 
sented visually, but severe 
damage doesn't really affect 
performance too much. Also, 
it's not really localized; you 
can hit the right side of your 
car and have a dent appear in 
your bumper (or your windows 
will suddenly shatter for no 
apparent reason). 

The game does a superb job 
at generating plausible vehicle 
physics, however—the cars 
behave the way people think 
they should, not necessarily as 
they would in real-life. If you 
get bent out of shape in a turn, 
judicious use of the throttle will 
get you going in the right 
direction. If you hit any track- 
side objects, from walls to 
other cars, more often than not 
you end up pointed in the right 
direction (the tracks are seem- 
ingly designed to guide you 
forward and never truly impede 
your progress). 

What the game does extraor- 
dinarily well is give you the 
feeling of the weight transfer 
that goes on in a rear-engine 
car with about 65 percent of its 
weight sitting on the back 
wheels. If you turn while under 


braking, the angle of your ! 
approach combined with the i 
unloading and momentum of ! 
the heaviest part of the car will ! 
often lead to oversteer (where — | 
the rear breaks free before the ! 
front). If you don't spin, you'll ; 
usually end up with and almost | 
instantaneous understeer (where | 
the front wheels lose grip and | 
you plow straight ahead). | 

There's also a fabulous sense ! 
of slip sliding all over the tracks | 
in the early model cars. You 1 
tend to fling them through turns | 
in full four-wheel drift mode, i 
which would normally be a ! 
"really bad thing” (in particular | 
it would overheat the tires for ! 
the next turn), but here canbe ' 
done with minimal problems. i 


[above] You can unlock racecars like 
this after completing the different 
eras in Evolution mode. 


[right] The beautiful forests of 
Germany. Or some place kind of like 
Germany. 


[below left] This looks like a shot 
from some LeMans game... 


[below] The 911 Turbo, in the 
"magazine photo" view. 


While it's not necessarily the 
astest way through turns, it's 
considerably more entertaining 
than using the old brakes. 


Model looks 
Not only are the cars' physics 
modeled extremely well, but 
they're literally beautiful models 
Cof the 3D variety, of course) as 
well. Every detail of the cars, 
both inside and out, is beauti- 
fully reproduced. You feel the 
width of the early 911s, particu- 
larly the Turbo (much of which 
is gone in the new 2000 mod- 
els), and the feeling that the 
'50s-era Speedster is possibly the 
tiniest sports car in existence. 
The details are superb, show- 
ing a flight simulation-like, 
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[above] Will insurance cover that? 


[right] Ah, nothing like a 356 and the French countryside... 


near-fetish like obsession, with 
visually representing each detail 
of the models. Each car has its 
own unique 3D cockpit, which 
includes a little polygonal driver 
that looks left and right and 
also moves his or her hand to 
shift (if you play the "Factory 
Driver" part of the game, 
though, you'll note that passen- 
gers do not show up in the inte- 
rior views). 


When you own a car, you can 
also customize its looks by 
either buying additional parts 
(some of which improve perfor- 
mance) or by painting the car 
and adorning it with all manner 
of stripes and ugly colors. 
There's nothing quite like 
recreating the looks of the ‘70s, 
with mustard and tan cars with 
wretched wine-colored interiors. 

The sound is also modeled 
well, with lots of different 
cockpit sounds (shifting, 
squeaks, and rattles), ambient 
noise and plenty of glorious 
engine sounds. Listen to the 
air-cooled cars make that 
peculiar rattling sound and the 
Turbos whine—it’s a virtual 
mechanical symphony to the 
car lovers among us (though it 
must be said, the engine 
sounds of a Porsche are 
nowhere near as awe-inspiring 
as those produced by any Ferrari.) 


[left] A leisurely drive across the 
countryside. 


[below] Now that’s pretty. 


The tracks of my tires 
You drive your German hot 
rods on a lot of European- 
themed tracks. They all fall 
into the usual generic cate- 
gories: mountainous, urban, 
coastal and snowy areas. While 
there are fairly generous 14 
tracks in total, many are varia- 
tions, with different areas 
marked off (Monte Carlo, for 
example, has five basic layouts). 
Races alternate with the layouts 
and the direction of travel, which 
is normally a questionable prac- 
tice but absolutely works with 
this game. Running most tracks 
backwards produces an entirely 
different experience, especially 
when you factor in shortcuts that 
are often easier to access when 
going in different directions. 
The tracks are extremely 
well-designed; even after com- 
pleting multiple “Evolution” 
campaigns, you don't get the 
sense of repetition you get with 
other games. On the downside, 
none of the tracks really present 
a serious challenge. They all 
have barriers (usually fences, 
walls or cliffs, but occasionally 
they're the annoying "incline 
that shouldn't stop me but 
does") that keep you from get- 
ting too out of whack. You do 
need to be aware that some 
tracks will bog down certain 
computers in certain places 
(you see this most often when 
entering the forested areas of 
certain tracks). A drop in frame 
rate can really screw up a race, 
so the serious racer may want to 
take a test drive and tum down 


race games seem obsessed with 
(what, no helicopters taking off 
at the start of the race?). 
Instead, there are vivid recre- 
ations of idyllic countryside 
settings, grungy urban areas 
and the big-bad Autobahn (or 
something not entirely unlike 
it). Some of the more garish 
effects (mostly with regard to 


colored lighting) from High 


Stakes have been exorcised 


| from Porsche Unleashed, per- 


haps symbolic of that Germanic 
sense of function over form 
(more likely Electronic Arts just 
got it out of its system with the 
other game). 


Modes of play 

The game includes multiple 
modes of play. You start the 
game by creating a character 
(with its requisite "cool looking 
guy or girl" portrait), and then 
you can run standard races 
using the default cars or ones 
you've unlocked in other modes. 

There are plenty of race 
options for number of oppo- 
nents, their skill level and what 
cars they'll use (you can go with 
the same car model, the same 
class or era). You can also 
choose whether or not to have 
traffic; despite setting it to its 
highest setting, it's never truly 
dense traffic. 

Obviously the environments 
and vehicles are blowing the 
game's entire budget for dis- 
playable polygons. You'll rarely 
run into (hopefully not literally) 
more than a couple of traffic 
cars driving around on the 
roads, and when you do cross 


e the detail (or reduce the resolu- ¦ their paths they often behave 

a tion) for “money” races. erratically, crossing into oncom- 
2 It's almost pointless to com- ing traffic apparently to avoid 
= ment on how utterly gorgeous you. Another straight racing 

a the tracks are; does anyone variant, Knockout Mode, allows 
E expect less than jaw-dropping you to run a series of races (all 
е graphics from any Need for on the same track) against the 

5 Speed game? There's less of the same opponents, with the last 

EH incidental animation that other one dropping out after each 
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race until it's a one-on-one. 
Why that would be fun is some- 
thing of a mystery. 

The Factory Driver mode is 
more interesting as a concept 
than as implemented. It's a 
strange mishmash of different 
kinds of scenario-based tests and 
tasks that doesn't really gel into 
anything remotely coherent. Are 
you a test driver or an errand 
boy? Driving the cars on a skid- 
pad while performing certain 
tasks—such as a 360-degree 
handbrake turn—can be great 
fun (a bit less so with the 
extreme time limits, but that’s a 
conceit toward gameplay), the 
“quests” (like delivering a fellow 
driver to the train station) are 
pretty silly. Perhaps it would 
have served as a better tutorial 
had they focused more on, say, 
slalom courses that forced drivers 
to follow the best lines through 
turns. Players should know that 
completing different levels of the 
Factory Driver mode gives you 
specially painted Porsche models 
that can be used in other parts of 
the game, however. 

The multiplayer part of the 
game, with its beta online 
matchmaking component 
(which, at press time, was not 
working), works surprisingly 
well with direct Internet connec- 
tions, at least with two people 
running pings in the 100-200 
ms range. There’s almost no 
warping, which would kill a race 
game-especially if you're set- 
ting an opponent up for a pass 
in a turn. However, if you speak 
with someone on the phone 
while racing you'll realize that 
the games aren't perfectly in- 
synch; one machine will have 
one car ahead of the other 
before it happens on the other 
machine (it must be using a lot 
of prediction). 


Do the evolution 

The Evolution mode is what real- 
ly takes the game to the next 
level. It's a fairly standard "buy 
а car, upgrade it, progress 
through different classes," but 
we're talking about Porsches 
here. Start with a 356, move up 
to 9115, through 914s (ugh) and 
944 (the 924 is oddly omitted), 
Turbos, Boxsters... just name it 
and you can find them here. You 
can sell older cars to fund your 
newer races (you'll need to pur- 
chase newer cars to advance in 
class), and certain cars appreci- 
ate in value. A 356 you buy in 
1950 for $10,000 may be worth 
$150,000 by the '70s. The dread- 
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ful Porsche/VW 914s never really 
appreciate—big surprise there. 

There are two different types 
of races you can compete in: 
Evolution mode, Tournament 
and Club Events. Winning tour- 
naments advances you in the 
various eras; you'll need to place 
in the top three in all of them to 
advance to the next era (they 
break down Porsche into three 
separate eras, which are basical- 
ly 1950-late ‘60s, '70s-early 
'80s, and modern). Most of 
these races take place on multi- 
ple tracks, and the winners take 
home lots of prize money (that 
can then be used to upgrade 
and repair existing cars or buy 
new ones). 

Club Events, though, are а 
blast. They don't start until the 
second era, and are essentially 
Vintage races. They're always 
available, and can help you eam 
some serious cash. You can enter 
356 races (open to any model), 
Rallies (usually open to a certain 
class of vehicle) or other variants. 

At the end of each era, you 
get one chance to "win" a spe- 
cial Porsche racecar, and these 
are also fairly easy (and if you're 
at all short of cash, you can sell 
them for some serious bucks). 

The difficulty is actually the 
only real problem with this 
mode. The individual races 
themselves can be fairly chal- 
lenging the first time through 
(and the more modern cars get 
really expensive to fix when 
damaged during a race), but 
most are pieces of cake for a 
moderately talented driver 
(obviously your mileage may 
vary). There are no difficulty 
levels, and the computer drivers 
are fairly conservative in 
approaching corners (they often 
brake when it isn't required). 

They can also be pushed into 
walls and trackside objects, 
which is actually quite amusing 
(they tend to move away from 
you if you drift toward them and 
never back off, so take advan- 
tage of that tendency if they 
start to pass you). 


ally and figuratively). 

How EA manages to put these 
things together every year is 
something of a mystery, but 
here's hoping we see some other 
manufacturers getting the same 
lavish attention. It wouldn't be a 
big stretch to see Need for 
Speed: Ferrari Fantasy or Need 
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[above] Welcome to 2000. The new 
911. Now we're talking.... 


[right] There are probably laws 
against having a 911 this mangled. 


[below] Racing through Greece, or 
something. 


Porsches rule 

Overall, Porsche Unleashed is a 
fantastic game. It delivers every- 
thing the racing fan could ever 
hope for; great physics and 
tracks, beautiful graphics and 
sound, and a shell that's more 
interesting than "come in first 
on each track to unlock more 
tracks and cars." It's all wrapped 
in the typical Electronic Arts 
high-gloss package (both liter- 


for Speed: Corvette Summer (it 
could use footage from the semi- 
nal Mark Hamill film, which 
would be a terrific cross-promo- 
tional, synergistic kind of thing 
for the Wing Commander games) 
somewhere down the road; the 
possibilities, as the cliché goes, 
are endless. —Steve Bauman 
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| t seems like only yesterday we 


Erathia in Might and Magic VII: 
For Blood and Honor, the day 
before we were wandering 
through Enroth in Might and 
Magic VI. Utilizing the same less- 
than-stellar technology that pow- 
ered the last two versions of the 
series, Might and Magic VIII: Day 
of the Destroyer takes place in the 
land of Jadame, and its core 
gameplay remains the same: You 
are part of a party of adventurers 
walking around massive 3D envi- 


them, getting experience, hoard- 
ing gold, buying new goodies, 
upgrading characters, ad infini- 
tum. In other words, it's the stan- 


were traipsing across the land of 


ronments, talking to people, accu- 
mulating quests and tasks, solving 


Might and M 
Day of the Destroyer 


New World sticks to the formula and delivers a solid 
and familiar entry in the long-running series 


dard Might and Magic role-play- 
ing experience, presented in a 
rather unimpressive wrapper. 

Day of the Destroyer is the exact 
same Might and Magic for the 
third time in three years. As with 
the Tomb Raider games, many will 
point a finger solely at the dated 
technology and dismiss this as a 
“lesser” sequel. Fortunately the 
technology, or lack thereof (this is 
a homely game, with circa mid- 
90s 3D graphics), doesn’t affect 
gameplay. There are about 40 
hours to be had if you can get 
over the notion that every 3D 
game doesn't have to look as good 
as Quake IIl or Unreal to deliver an 
enjoyable experience. (Think 
about it: If it's only a bad 3D 
engine that keeps you from enjoy- 
ing the game, you might want to 
ask yourself what you enjoy most 
about games in the first place.) 
Once you get over the initial 
shock, you don't think about it, as 
you can get immersed in any 
world if it's well designed and/or 
presented consistently. 

Think of Day of the Destroyer as 
the anti- Ultima IX Ascension; while 
it lacks that game's awesome 
graphic splendor, it actually runs 


PSIDE 


Decent storyline, sticks to a popular 
gameplay formula... 


айс VIII 


THE BUZZ 


'OWNSIDE 


..-but there's a fine line between for- 
mula and formulaic. 


Now that's how you handle a large 
group of bad guys. Death from 
above! 


[left] The poor 3D engine tends to 
overshadow the quality of the exte- 
rior city designs. 


[below] Aargh, the pirate lair. 


"Boy was I spoiled. After the incredible beauty of Ultima IX, I had ‘cul- 
ture shock’ seeing the 3D graphics in Might and Magic VIII (yeeeesh).” 


on most machines and features 
considerably fewer bugs. (There 
seem to be no game killers, but 
the game can lock up from time- 
to-time. Also, in a few instances, 
Quest items seemed to turn into 
regular ones; thank goodness for 
the Seer, who returns any lost or 
dropped critical items!) 


The character issue 

Unlike the past two games in the 
series, you start with a single char- 
acter of your own creation instead 
of an entire party. You can recruit 
four additional characters from 
either of the two Adventurer's Inns 
or from various homes littering the 
landscape. Some will only join you 
when you reach a certain level (the 
logic being you're not experi- 
enced enough for them to want to 
join), and if you can't fit them in 
now, they'll leave their home and 
wait at the Inn. Im practice, odds 


—Richard Weinberg 


are you'll want to keep the charac- 
ters you start with, because they 
tend to level-up fast enough that 
hiring someone else would actual- 
ly be a downgrade. 

The game squanders what could 
have been an interesting dynam- 
ic—that of having characters of 
wildly divergent races being forced 
to work together toward a greater 
goal. As is usually the case in the 
Might and Magic games, charac- 


This is probably not good. 


Hire heroes at the Adventurer's Inn. 


ters really serve more as missile 
launchers, spell casters and lug- 
gage. They have no discernable 
personalities, and with the excep- 
tion of a couple of characters 
you're forced to recruit in order to 
complete some quests and proba- 
bly won't keep around for too 
long, they don't tie into the fiction. 


Jadame on my mind 

The plot, though, is actually pretty 
compelling. You start the game 
hired by the Merchants of Alvar to 
guard a trade caravan whose final 
destination was the Lizardman vil- 
lage of Blood Drop on the Dagger 
Wound Islands. The opening 
movie reveals a mysterious figure 
(the Destroyer) entering 
Ravenshore, the major town near 
the center of Jadame. He creates 
the world’s most effeminate sym- 
bol of evil, a giant pink crystal 
monolith (this shows that he’s 
apparently very comfortable with 
his manhood), in the town square. 
This in turn opens four inter- 
dimensional gateways on the cor- 
ners of the continent that lead to 
the planes of Earth, Air, Water and 
Fire. “Really bad things™” happen, 
as each plane is drawn across the 
land, and apparently a great cata- 
clysm will occur when these planes 
meet together at the crystal, wip- 
ing out all of Enroth. 


Now if only the 3D graphics could 
look more like this.... 


Once again, New World has 
added some intrigue into the mix. 
In Might and Magic VII, you had to 
choose between the light and dark 
paths; similarly in Day of the 
Destroyer, you need to get three of 
five factions working with you. The 
two that do not join are in opposi- 
tion to the one that does, so for 
instance, you have to ally with the 
Dragons or the Dragon Hunters; 
you can't ally with both. 

The plot ties in considerably 
better with the game as a whole 
than it has in past versions. For 
one thing, it omits most of the 
hokey science-fiction that always 
seems oddly out of place even in a 
game that doesn't really take itself 
overly seriously. There's a better 
sense that the entire story was 
conceptualized as a whole and not 
just sort of thrown together. And 
the cut scenes that detail major 
events in the game are consider- 
ably better than they have been in 
previous games. Where in the past 
they were often embarrassing, the 
ones in Day of the Destroyer ате 
downright good. 

New World could still stand to 
work on making each area of their 
worlds more believable; each has 
à dungeon or two, and a few 
unique beasts. It's all very pre- 
dictable. And the game would 
have a lot more perceived depth if 


Aw, give the nice man a hug. 


The Balthazar Lair puzzle probably would have been a lot harder without this 


subtle clue. 


each area, and each dungeon 
within the area, were better justi- 
fied within the game's fiction, 
even if it's ultimately irrelevant to 
the main plotline. 


Levels of note 

New World really doesn't often get 
enough credit for creating some 
seriously interesting indoor and 
outdoor environments. Some of 
the dungeons and castles in Day of 
the Destroyer are superbly 
designed. In particular, the vari- 
ous elemental plane areas are 
pretty nifty, and most of the inte- 
rior designs work particularly well 
given the limitations of the game's 
technology. The game doesn't 
have many puzzles, though long- 
time fans of the series will be 
ecstatic (or horrified, depending 
on your outlook) over three riddles 
you'll need to solve very late in the 
game. Some of the dungeons rely 
too heavily on finding levers and 
switches that are almost invisible 
because the artwork tends to 
blend into the backgrounds (and 
some of the eye-straining wall tex- 
tures don't help). 

And you'll be doing a lot more 
environment exploring this time 
out. For whatever reason (perhaps 
to bolster the game's length, 
which is probably somewhere 
south of 40 hours), New World has 
modified the availability of the 
Lloyd's Beacon and Town Portal 
Spells. Now they are only usable 
by a character with the Master or 
Grandmaster skill (respectively) in 
Water magic. They used to be 
available earlier in the game, and 
allowed you to take shortcuts 
across the map and skip a lot of 
needlessly boring backtracking. 

You spend most of the days on 


FedEx and Boy Scout quests of no 
real significance to the “World is 
about the end!” plot. This is one 
of those great problems with RPGs 
in general; why would anyone 
care about their, say, search for 
three different cheeses if faced 
with the end of the world? If they 
knew you could help, wouldn’t 
they do whatever they could to 
help you out? 

And it doesn't provide much of 
a challenge—both on a literal 
level of difficulty (it's more a test 
of attrition than of brainpower), 
and more importantly, on a 
design level. 


Familiarity breeds contempt 
If all of this sounds familiar, it per- 
fectly illustrates the deeper prob- 
lem with Day of the Destroyer. 
There’s no real sense of the game- 
play evolving anywhere. While it’s 
competently executed, at some 
point its complete adherence to 
the Might and Magic formula 
became formulaic. Whether or not 
it has a new engine turns out to be 
completely irrelevant. Sure, it 
would have looked better, but 
without any major gameplay 
changes, it would still be some- 
what stilted and overly familiar. 

But many of these weaknesses 
are a part of the game’s loopy 
charm. While it may be overly 
amiliar, it's also quite comfort- 
able. You may initially wonder 
why you're playing, but 40 hours 
ater you realize you had a pretty 
good time, in that traditional, 
albeit all-too-familiar, hack-and- 
slash role-playing kind of way. It 
delivers exactly what you expect 
rom a Might and Magic—here's 
hoping the next edition tries for a 
ew surprises. —Steve Bauman 
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the imagination a “serious” 

WWII flight sim, Psygnosis’ 
Wings of Destiny also has no pre- 
tensions of being such an animal. 
This is for the Walter Mitty’s of the 
world, the wannabes who day- 
dream of being fighter aces. 

Psygnosis returns to the last 
“Good War” after taking a beating 
with the buggy Nations: WWII 
Fighter Command. Developed by 
General Simulations Incorporated, 
a company composed of DID vet- 
erans (the EF2000 folks), the game 
seems designed to introduce com- 
bat flight sims to the casual 
gamer, aiming for greater accessi- 
bility and more colorful bang at a 
mere $20. For that price, you get 
to go tearing across the virtual 
skies of Norway, Belgium, France, 
England, Germany, and Italy, in 
such famed WWII fighters as the 
Me-109, Me-262, the P-51 
Mustang, and the Spitfire. 


Jer it's not by any stretch of 


You have been warned 
Caveat emptor for the hardcore 
prop-head: There's no dynamic 
campaign. No instant action. No 
training missions. No mission edi- 
tor. Graphics are nothing to write 
home about. You can only fly four 
aircraft. Flight models are either 
very forgiving or very touchy. The 
view system is limited and slower 
than grandpa circle strafing in 
Quake IIl Arena. The manual is 
merely basic... 

Okay, now that most of the 
hardcore sim fans have deserted 
this review in abject horror, here's 
what the rest of you gamers can 
expect from Wings of Destiny. 
There's a basic story being told in 
the game, through the use of two 
comic books, circa 1940, wherein 
you (the plucky flier) are asked to 
enlist into the RAF or the Luftwaffe. 


Flight Simulation 


usne [уйе 


| 2-4 players; 
| modem, direct serial, LAN, Internet 


Wings of Destiny 


WWII flying action for the casual gamer 
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Many combat flight sims have ап 
element of role-playing built-in— 
you create a pilot in the air force 
of a chosen country, advance him 
or her through missions, eam rank 
and medals—and Wings of Destiny 
plays to this element on a basic 
but enjoyable level. The artwork is 
befitting comic books of the era 
(i.e., fairly crude), but does have a 
retro kind of charm. 

The manual is a mere 35 pages, 
but it does cover basic flight infor- 
mation, cockpit layouts, keyboard 
commands, stalls, deflection 
shooting, energy management, 
takeoffs, landings—which you 
won't have to do very often as 
missions often begin in-flight and 
the "F9" key takes you back to 
base—and other good things to 
know. It's not a Jane's manual, but 
en it doesn't have to be. 


Comic book sim 
The game ships with two discs, one 
for each side, so you will eventual- Н 
ly have to swap discs. Create а 1 
player, pick a difficulty level | 
(Easy, Normal and Hard), and the i 
comic book of your choice opens | 
up and the story begins—lasting | 
through 50 missions for each side. ! 
The book launches your character — | 
into the story and then you are 1 

1 


given a mission briefing. A very 
basic mission map, showing your 
starting point and objective, is 
so provided. 

And away you go. 

The missions are the heart of the 
game. In fact, they are the game. 
As mentioned earlier, there are no 
instant action or training or ! 
editable missions. These 50 mis- 
sions are linear, in gameplay and 
in the historical time frame cov- 
ered (1940-1945), and you must 
accomplish your primary objective 


w 


Heinkel hunting over France. 


UPSIDE 


Fun, easy to get into, interesting his- 
torical missions, inexpensive. 


Wi 


Frustrating view system, dated graph- 
ics, limited play options. 


[top] | wonder what they would fetch on eBay? 


Should | pick the good guys or bad guys... 


THE BUZZ |e eee 


“The flight models are also surprisingly complex for this type of “basic” 
sim. If you liked ‘Pacific Strike’ and ‘Wings of Glory,’ this is kind of 


updated sequel.” 


before advancing to the next mis- 
sion or being allowed to fly other 
aircraft besides the Me109 or 
Spitfire. Secondary objectives are 
not required, but they do get you 
noticed by the big boys at fighter 
command—which is important, if 
you want to earn medals and free 
beer at the local canteen. 

The missions include bomber 
and paratroop transport escort 
missions, combat air patrols, 


The nice things you get for doing good. 


—Phil Azarian 


bomber interdictions, suppression 
of enemy air defenses (SEAD for 
the hardcore folks), airfield 
defense, and lots of dogfighting. 
These missions are based on his- 
torical campaigns and they take 
place in locales not usually seen in 
WWII flight sims. When was the 
last time you got a chance to 
strafe a destroyer in Narvik (that’s 
in Norway) harbor? Or experience 
a dogfight over Belgium and 


Another day, another Ме109. 


Сї 


France as the German noose is 
being tightened around Dunkirk? 
Or Malta? The bottom line here is 
that the missions are relatively 
short in duration (ideal for quick 
games during coffee breaks), high 


in action, with great sound effects. 


Old-style graphics 

The graphics, though using 
Direct3D acceleration, are dated 
by today's standards and resem- 
ble Red Baron 3D more than, say, 
European Air War. They do allow 
for a wider variety of systems to 
run the game smoothly, however, 
and frame rates should not be an 
issue unless you are trying to fly 
on a 486. Things generally look 
like they should; though better at 
higher altitudes. You have snow- 
capped mountains, rugged cliffs, 
patch-work farmlands, roads, 
airfields, towns and cities (build- 
ings look good but are sparse), 
shimmering oceans and sandy 


Heinkels looking for trouble. 


coastlines, clouds and fog that 
you can fly through, lighting and 
lens flare, and object modeling 
(including non-flyable aircraft as 
the FW190, Ju52, Ju87, B-17, and 
Hurricane) that is surprisingly 
clean and detailed. And speaking 
of objects, they do blow up nicely 
in Wings of Destiny—including 
yourself. Damage modeling 
seems quite "explosive" as wings 
rip off, windshields splinter, 
ground targets erupt into balls of 
fire, and concussion rings race 
out over the ground. In fact, 
things seem to blow up a bit too 
readily, and not to mention at 
ranges that are, shall we say, "out 
there." A factor, no doubt, that 
ups the "action" factor. 

There are three flight 
model/gameplay settings: Easy, 
Normal, and Hard. Easy is for the 
absolute newbie who doesn't 
know a P-51 from a '51 Chevy. 
Though "real world" physics are 


Paying a visit to Mussolini's Navy. 


| 

| 

i 

| 

| observed (there's gravity and 

! thrust and lift and drag, etc.,) їп 
! Easy mode it's damn difficult (but 
| not impossible) to achieve depar- 
| tures (stalls and spins). In fact, 

| there's an “anti-stall” feature in 

| Easy that operates if you are too 

| low to recover, not to mention а 

і torque dampen feature. Your air- 

! craft has no noticeable bleeding of 
| Speed in turns (the nose doesn't 

| drop either), structural failure is 

| not something to worry about 

| unless you are hit or you run into 

| something like the ground. G- 

| forces do not come into play. 
Enemy А! and marksmanship is 
very forgiving. 

Despite all that, you do get a 
sense of flying a plane (albeit an 
imaginary one) and the Easy mode 
is an okay way to get started; 
think of it as the "Training mode." 
If Easy is relaxed realism, Normal is 
semi-relaxed realism. Your aircraft 
will stall, but still not as readily as 
in real life. The enemy is better at 
hitting you (or you have a hit 
bubble the size of a bam). 
Generally, Normal mode is a notch 
above easy, introducing concepts 
like angle of attack and energy 
management on a gentle ramp up 
toward Hard. Now here's where 
you start to see the ex-DID guys 
flex some their design experience 
muscle. Stalls (no accelerated ones 
though), spins, g-forces, structur- 
al fatigue, bleeds, accurate enemy 
fire, all the things that make flying 
an aircraft in combat dangerous 
and difficult appear at this level. 
Fly a Spit inverted for a spell and 
the engine will sputter and die. 
While it's no Warbirds or even Air 
Warrior in terms of modeling 
fidelity, it is enough of a challenge 
for the fledgling ace. For them, 
Hard will be no piece of cake. 

The one thing that makes this 
sim almost unplayable for some is 
the view system. Default is the in- 
cockpit, forward view with alti- 
tude, speed and compass direc- 
tion in the upper right-hand part 
of the screen. The upper left side 
features the various gameplay 
messages from homebase and 


Saying hello to some buddies. 


vector information (hit the | key to 
get directions to the nearest 
bogey). It’s almost unforgivable 
that a flight sim made today does 
not, at the very least, have snap 
views that can be mapped to your 
joystick, not to mention some kind 
of padlock view. Wings of Destiny 
forces you to pan around a virtual 
cockpit (though it must be said 
that cockpit layouts are modeled 
nicely with all the appropriate 
dials and gauges) at the speed of 
someone wearing a neck-brace. 
Slow ain’t the word. By the time 
you get around to checking your 
left rear-view, you'd be in the 
crater-making business on some 
Frenchman’s vineyard. 

The only way to really maintain 
situational awareness is to use the 
external (Е1-Е5 keys) views. It 
works but does take away from 
game immersion and is awkward 
to boot. Another option is the use 
of target markers. By toggling the 
A key you can get a square box to 
denote the position of any plane 
or target. A green box means 
friendly. Red is for the enemy. 
Purple is for selected target (hit 
the Tab key). But beware, target 
markers appear even if the target 
is beyond range. You do have 
wingman in the game and you can 
give them formation and engage- 
ment orders. The friendly AI isn't 
all that bright but they do what 
they're told. 

If you finish or just want а 
break from the single player mis- 
sions, multiplayer deathmatches 
should add a bit more variety to 
the game. Up to four players can 
square off against each other and 
fight 'til the last pilot flying. The 
setup options include IPX, TCP/IP, 
modem and serial connections. 


Lo-cal simulation 

Wings of Destiny should be very. 
playable on any machine from a 
P166 upward with at least 32MB 
RAM and a decent 3D graphics 
card. So all you Walter Mitty's out 
there, here's a lo-cal and inexpen- 
sive sip of what your flight sim 
friends like to guzzle. —Bill Hiles 


Join the discussion at www.cdmag.com/cqi-bin/WebX?13@°9127@.ee726b4 
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approaching the same hurdle 
that the 3D shooter genre 

faced a couple of years ago. The 
shelves are filled with titles that, to 
the average consumer, seem to all 
look the same. They all proclaim 
that they are bringing the game to 
a new level. The basics are the 
same across the board: get the lit- 
tle white ball into the little white 
hole in the fewest strokes. Tiger 
Woods PGA Tour 2000 does stand 
out from the crowd, but not nec- 
essarily in the right ways. It’s a 
fine golf sim, but it suffers from a 
few gameplay and graphical 
glitches and rather unrealistic sys- 
tem requirements (especially for 
golf title). If you are running any- 
thing less than a Pentium II 450, 
you are going to be forced to play 
the game at 640x480 resolution 
with all graphics settings set to 
low in order to play the game the 
way it was designed. 

However, when you do have the 
hardware, Tiger Woods PGA Tour 


G olf simulations appear to be 


ports 


H ER EA Sports 


REMENTS. entium 
166 (yeah, right), 32MB RAM 


R 2-4 players, 


Internet, LAN 
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2000 looks very good. The courses 
include Pebble Beach and the TPC 
courses at Sawgrass, Summerlin, 
Scottsdale, Piper Glen, Heron Bay, 
The Canyons and Prestancia. As 
expected the courses are very 
detailed and beautifully rendered. 
The water effects are nice, shim- 
mering with the reflections of their 
surroundings. The use of shadow- 
ing on the courses is very well 
done, adding a very nice touch to 
many of the holes winding 
through the more tree-laden 
courses, such as Piper Glen. While 
some are truly beautiful some holes 
are just downright scary, such as the 
dreaded par 3 TP at Sawgrass. 

The courses themselves are 
beautifully done, however, the 
panoramic backdrops that are 
supposed to provide a sense of 
continuity with the rest of the 
world are average at best. In some 
cases the distant scenery and sky 
seem to overlap each other in an 
effort to take charge of the back- 
drop. The result is a layering that 
is far from the three-dimensional 
effect desired. In the age of 3D 
Acceleration, it is unfortunate that 
the beauty lasts only until you 
reach the out-of-bound markers. 
The galleries seem sparse and the 
same four or five groups of people 
seem to populate every hole with 
multiples of the same group often 
surrounding the green. 

A new picture-in-picture mode 
provides excellent dynamic cam- 
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PSI 
Beautiful courses and the ability to 
play against live PGA pros, solid 
gameplay, and user-friendly course 
designer. 


[left] The par 3 17th at Sawgrass. There i: 


Imiddle] An example of beauty in the desert. 


| DO й 
Anything less than a 450mhz proces- 


sor will leave you shaking your head, 
mundane sound, graphical glitches. 


s no water...there is no water. 


[right] One of the gorgeous holes at Piper Glen. 


Tiger Woods PGA Tour 2000 


Good looking golf for the country club set 


THE BUZZ Eee 


"I can barely get this game to run! | 
and a GeForce card and | have to pla 


have a P-400 with 128 megs of ram 
y on low detail to get a frame rate 


worth a damn. I'm not [a] tech freak but choppy gameplay just isn't 
fun. I don't care if it runs butter smooth but sheesh. The system require- 


ments are a joke. Blech. I'll stick with Jack 6” 


"I'm running it on a P2 300 with 128 
down to 640 by 480 to keep it from 
way through a round! Overall, using 


— Nicholas McFarney 


ram and had to drop all the way 
dumping out to the desk top half 
the mouse swing, the game trades 


realism for fun. If you prefer the 3-click swing method, and have the 
horsepower to run high res graphics, this is a nice alternative to the 
other golf sims out there. “ 


A prime example of how cheesy 
some of the hole backdrops are. 


era coverage of your shot, with 
selectable angles for replay such 
as a ball cam view and a gallery 
view, to name just a few. For out- 
standing shots, the instant replay 
kicks in allowing you to gloat over 
your effort. This feature is very. 
well done and adds a real televi- 
sion-like feel to the game. 

The players available include 
PGA professionals Mark 
Calcavecchia, Stewart Cink, Robert 


— Michael T. 


Damron, Brad Faxon, Lee Janzen, 
Justin Leonard, Davis Love 111, Mark 
O'Meara, and, of course, Tiger. The 
game presents the players through 
motion-capture technology, and 
players come complete with their 
own characteristic responses to 
good and bad shots. They are also 
very nice to look at. As an added 
"bonus," the game includes the 
option to play as, or against, 
Michael Jordan. Touted in the 
manual as the "world's most 
famous amateur," one would think 
more effort would have been put 
into the representation of Mr. 
Jordan. Instead we are given a 
poorly rendered figure that one 
can only recognize as Jordan by 
his baldhead and the fact that his 
name appears on your screen. This 
one could have been left out, as it 
would have been nice to see a lefty 
such as Phil Mickelson given his 
record at the Phoenix Open played 
at the TPC of Scottsdale. 


C12 


Drive for show... putt 

for dough 

Hardcore golf sim enthusiasts are 
like hardcore flight sim enthusiasts 
in that they will argue endlessly 
over which game has the truer 
physics model under the hood, 
despite having all of one semester 
of college physics under their belt. 
Some will not be satisfied until the 
games include the option to 
choose a balata cover over Surlyn. 
Tiger Woods 2000 plays like a 
very good golf sim should—hard 
and finicky at the Pro level and 
"can't miss" at the Simulation 

level [good for the kids]. Your skill 
levels range from the aforemen- 
tioned Simulation to Novice, 
Amateur, and Pro. The swing at 
the Pro level is very sensitive to 
hooking or fading if not right on 
at the snap point. You may also 
customize your player to adjust for 
the flex of your shafts as well as 
for the various course parameters 
such as tee, wind, etc. You have 
the option of playing with a tradi- 
tional three-click swing or a pro 
swing, which involves moving 
your mouse to swing the club. 
Options are available for setting 
the degree of draw or fade, as well 
as the amount of topspin or back- 
spin you put on the ball. When the 
greens are fast a dose of backspin 
will really help in "pulling the 
string" on your approach shot. 
Other considerations for shot 
selection will involve your lie, as 
uneven lies will change your ball 
flight accordingly as will hitting 
from the deep stuff. The number of 
shots in one's bag is also quite 
varied, ranging from the standard 
full swing to options such as a 
punch shot, knockdown or even 


Tiger celebrates a birdie....and 
almost wakes up his "gallery." 


hitting down half a club. All of 
these will come in handy at some 
point with the variety of courses at 
your command. Spending some 


quality time on the practice range 
tuning up the chipping and 
putting will pay off later. 

A new feature is the green read- 
er. This utility displays an over- 
head shot in the PIP window in 
various shades of green, the dark- 
er the shade indicating the lower 
the elevation. In addition, contour 
lines indicate the slope based on 
how far apart they are from one 
another. The closer the contour 
lines to each other, the steeper the 
slope. In addition to reading your 
putt this utility can help plan where 
to target your approach shots. 

All the standard games are 
available such as stroke play, 
skins, match play, four-ball and 


alternate shot. Various tourna- 
ments are available ranging from 
the basic to a Pro-Am where you, 
as the amateur, are paired with 
one of the available PGA pros. 


This is supposed to be Michael 
Jordan... ouch. 


Additionally, you can play the 
challenging PGA Tour season 
where you have to first qualify at 
Q-school, which takes place at 
Sawgrass. Online play through the 
EA Sports Net server provides those 
with willing connections a chance 
to beat up on friends and foe 
alike. Unique to TW2000 is what 
EA Sports calls Play Against the 
Pros technology. During certain 
live PGA tour events, you can log 
onto EA Sports Net and watch as 
spotters on the course literally 
translate to your computer shots by 
the pro you have selected to com- 


pete against, reportedly within min- 


utes of the actual shot. This is truly 
an innovative step forward in 
gameplay, and if successful, will set 
the bar to new heights for the com- 
petition. For those with the urge to 
play their dream course, or just wish 
to create that ideal hole, a user- 
friendly course designer is included. 
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Here the green reader in the PIP window allows you to determine your best 


target to keep it close. 


ГАМ Tiger... well, sort of... 
The goal behind simulations of 
any kind is to give the gamer the 
most realistic experience possible, 
whether it be climbing into the 
cockpit of an F16 Falcon or beating 
the water monsters at Sawgrass. 
The gamer must rely on the visual 
and the audible to complete his 
immersion into the game, and this 
is where Tiger Woods 2000 both 
shines and fades. Divots fly with 
your shots from the fairway and 
the sand explodes as your ball hits 
the trap. Balls hit through the trees 
will skip off limbs and sail as you 
would expect. The ball bounces 
and rolls on the fairways and greens 
with all the realism you can expect. 
But balls just disappear in the water 
with little or no fanfare. If we have 
to hit a bad shot, we deserve a little 
splash don’t you think? 

The courses overall are beauti- 


A beautiful example of the lighting 
effects. 


fully done, but as mentioned ear- 
lier the beauty stops at the OB 
markers. It would be nice to see 
programmers begin expanding 


the golfing experience to beyond 
the tee box or fairway you are on 
at the moment. Imagine during a 
tournament being able to turn 
around on the 5f! tee and watch 
your competitors putting on the 
Du green. The same holds true for 
the sounds within the game. While 
the gasps and cheers of the gallery 
are well done, it would add to the 
realism to employ something like 
A3D technology to provide roars 
from the next green as your com- 
petitor sinks that birdie putt to go 
ahead. The commentator at least 
survived a couple of rounds before 
being silenced in the options menu. 
The use of live motion-captured 
players, while very well done, is 
fun to watch but does little to 
bring continuity to the experience. 
Remember those shops where you 
could get your picture made 
standing on the mound of Yankee 
stadium during the World Series, or 
standing on the moon next to Neil 
Armstrong? While interesting, it 
never quite made anyone feel you 


| were actually there. That is the 


effect here... novelty. The players 
look like they have been pasted 
onto the scene, kind of like Jordan 
in Space Jam, only not as good. 
Once again, in this age of 3D accel- 
eration it would have been better 
to have taken the approach of pro- 
viding high-quality, rendered ani- 
mations of the players. A great 
example of this can be seen in Jack 
Nicklaus: Golden Bear Challenge. 

Overall Tiger Woods PGA Tour 
2000 is a good golf simulation. It 
blends challenging, realistic play 
with beautiful course layouts. Add 
to that the ability to play online 
against your friends, or better yet 
actual PGA professionals, and you 
have a game that should definitely 
make the cut. —Alan Lackey 
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Annihilation: Kingdoms 

involved the struggle for domi- 
nance amongst the offspring of 
the former world emperor, 
Garacaius, who himself disap- 
peared without a trace. Tums out 
Nr. G left to establish a new 
empire in a distant land, an 
empire based on reason and the 
pursuit of knowledge, called 
Creon. Long after his death, his 
progeny have discovered this 
brave new world, and the Creon 
too are drawn into the struggle for 
world domination. 

Unlike the other four races, 
which use magic to some extent, 
the Creon are technologists 
(although, strangely, they still rely 
on mana as their source of power, 
and their crowning achievement is 
the summoning of the Ghost of 
Garacaius). With robots, tanks, 
ironclad gunboats, biplanes, and 
lightning-gun armed troops, the 
Creon field an interesting army, if 
a bit too modem looking for 
Kingdoms' fantasy battlefields. 

But incongruity is not, on its 
own, either a good or a bad thing. 
The larger questions are more 


Т: original story of Total 


GENRE: Real-time strategy 
PUBLISHER cr interactive 
REQUIREMENTS Total 


Annihilation Kingdoms 


MULTIPLAYER 1-8 Players 
via LAN or Internet 


RATING 
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basic—is this expansion really 
worth buying, and does it make 
Kingdoms a real-time strategy 
game anywhere near as great as 
others on store shelves today? The 
answer to both, it seems, is no. 

Part of the joy of a fantasy sys- 
tem is the "slugfest" factor, where 
units settle their differences going 
toe to toe, cracking each other 
with various blunt (or sharp) 


You can attack with land, sea, and 
air forces. Hey, didn’t we do this in 
Total Annihilation? 


heavy objects. The new units of 
Creon almost all have ranged 
attacks, and when knights, 
swordsmen, or other melee units 
go to fight them, predictable and 
rather dull slaughter results, at 
least if the Creon player is given 
enough time to build up. 

Even if the Creon nation adds 
an interesting element to 
Kingdoms, there still is the issue of 
whether the game as a whole real- 
ly works. Unfortunately, combat 
and movement are still a chore to 
watch, as groups of units fumble 
and stumble their way across the 


Adds a little to Total Annihilation: 
Kingdoms. 


[Above] A troop of Peewees, er, Automatons prepare for battle. [Above center] Gate before... 
...and gate after. [Above right] The non-rotating gate problem of Kingdoms is solved for Creon! 


Total Annihilation Kingdoms: 
The Iron Plague 


Cavedog doesn’t go out on a high note 


THE BUZZ 


the product.” 
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missile troops en masse.” 


battlefield to wherever you want 
them to go—this sort of chaotic 
movement is unacceptable when 
other current games allow forma- 
tion movements and ever more 
advanced orders for units. The 
one-resource economic system, 
combined with minimal ways to 
defend an area, drag the multi- 
player game down, as “rush” tac- 
tics are still the only working 


y strategies for serious players. 


The most interesting activity 
from the expansion is summoning 
of the Ghost of Garacaius. This 
monstrosity takes about an hour of 
uninterrupted construction by the 
Creon monarch unit, and wreaks 
havoc on the battlefield. The Ghost 
delivers such a brutal, game- 
bending, screen-wide onslaught 
that no resistance is sufficient. It's 
à pity that it's almost impossible 
to build in multiplayer, since hav- 
ing an unstoppable unit is com- 
pletely unnecessary against the 
feeble AI in skirmish battles. 

А new campaign is included with 
the expansion, but that, alas, is 
even more unpleasant to play than 
! the campaign from Kingdoms. By 
| the sixth mission, things become 


"It does for Total Annihilation: Kingdoms what Brood War does for 
StarCraft, i.e. rounds out the game nicely and extends the lifespan of 
—Mike S. 


The economy thing does make Creon exceptionally vulnerable to level 1 


—Alfred Lee 


nearly impossibly hard, even with 
Creon's extra-strength units, 
because you're not allowed to build 
what you need. In a game with so 
few units to build, removing half or 
more of them is a recipe for bore- 
dom, if not frustration. 

Also included with the game is 
software for the Darien Crusades, 
Cavedog’s online gaming site. Log 
on there and you can engage in 
an ongoing campaign game. 
Unfortunately, only the most 
diehard fans, the dozen or so there 
are, bother with the commitment 
of playing. 

Finally, the game includes an 
update to Kingdoms that removes 
much of the slowdown trouble 
observed when large armies fight, 
and there are also several new units 
for the other four sides. While these 
things do improve the game, you 
could just as easily download them 
for free from Cavedog’s website. 

If you didn’t like Kingdoms, the 
expansion won't change your 
mind. If you stopped playing 
Kingdoms after a few days, pick 
up /ron Plague only if you want а 
reminder of why you stopped. 
—Rick Moscatello 


Join the discussion at www.cdmag.com/cqi-bin/Webx?13@°5939@.ee725a0 
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1602 A. 


Economic and military conquest, 17th Century style 


tion race a little late—about 110 
years too late, to be exact. 

While England, Spain and Portugal 
were dividing up the New World, 
Germany was busy getting its act 
together. If only they'd had some 
unpopular ethnic group to ship out 
of the country, how different histo- 
ry might have been! Luckily, the 
persecution of ethnic groups never 
caught on in 17th Century Germany. 

1602 A. D. is a game by German 
developer Sunflower that attempts 
to recreate the feel of the early 
colonial era. You start out as the 
captain of a tiny boat out for a 
three hour cruise. The weather starts 
getting rough and before you know 
it you've founded a new colony. 
Your ship holds a very limited sup- 
ply of food and tools—you'll need 
to build your colony from the 
ground up using local materials. 

And things will be primitive. 
Start out by fishing for food and 
chopping down trees for houses. 
Traders will stop by to sell more 


G ermany got into the coloniza- 
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THE GOODS 


GENRE Real-time strategy 
PUBLISHER cr interactive 


Software 


REQUIREMENTS pentium | 
100, 16 MB RAM І 


MULTIPLAYER 2-4 players; 


modem, serial, LAN, Internet 


RATING 


‘Sure 


advanced items, but don’t buy too 
many-—you don't have all that 
much money, and precious little to 
trade. If you build enough houses 
and keep feeding everybody your 
little pioneer outpost will grow 
into a small settlement. 

Two things happen at this 
point. First, there's population 
expansion. The more people who 
live in your colony, the more 
buildings you can construct. Get 
30 people and you can support a 
cattle farm and a butcher's hut. 
This is a handy game mechanic 
that fosters a sense of progress. It 
can be very exciting to try and 
construct a settlement that will 
support enough people to get that 
next building you need. 

The second thing that happens 
is that your people start to want 
things. They'll need nice places, 
like a tavem or a chapel, or luxury 
items, like alcohol or cloth. If you 
provide these things, the people 
will enter the next stage of devel- 
opment. Each successive stage 
(pioneers, settlers, citizens, mer- 
chants and aristocrats) raises the 
effective tax rate and allows access 
to better buildings. 

This is one place 1602 A. D. real- 
ly shines. Very simple game 
mechanics force you into a relent- 
less drive for expansion, not unlike 
what actually happened. Why? Not 
all islands have the same climate. 
Some are good for wine and tobac- 
co, others for spices and cotton. 
Not every island has iron ore or 


Babies hasu e 


Day 


UPSIDE DOWNSIDE 


Good integration of military and civil- 
ian economics, realistic expansion 
pressure. 


Prime wine-growing country. 
[left] A thriving mid-sized town. 


gold. You'll need these raw materi- 
als in ever-increasing amounts as 
your colonists reach the higher 
stages of development. So you'll 
need to own the islands with these 
resources. Of course, so does 

| everybody else. And the race is on. 
| Money is the sinew of war, and 

! the 7602 А. D. army is no excep- 

! tion. You'll need a sound economy 
| under you before conquest can be 
| achieved. The game does an excel- 
| lent job of underscoring the 

! importance of a healthy economy 
1 
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to a war effort. 

Unfortunately, here’s where 
things get needlessly difficult. 
The manual is no help in deter- 
mining even basic things: How 
many ore smelters can be sup- 
plied by an iron-ore mine? 
What’s the difference between a 
weaver's hut and a weaving mill? 
How many people will a fishing 


Discuss the game at http://www.cdmaq.com/cgi-bin/WebX?132:.ee&dfe8 


Inadequate manual, uninformative 
interface. 


A secondary colony in its early days. 


[left] Hey, we all got needs. 


hut feed? Who knows? The game 
isn't much help in figuring things 
out. There's no way to get a sup- 
ply history for a warehouse, so 
you can't tell if there's enough of 
a given item being produced or 
not. It's very frustrating to find 
out that your people are starving 
when it's too late to do much 
about it. There's also too much 
micro-management involved 
when your empire gets big. It 
really pays to trade, but trading 
takes up too much of your time. 
It's rare that a foreign colony 
wants a product regularly 
enough to set up an automated 
trade route, so you'll find your- 
self tediously polling all the for- 
eign warehouses. 

The problem isn't in the eco- 
nomic model. It's a simple model, 
compared to other games in the 
genre, where supply chains are 
rarely more than two buildings 
long. It's just that not enough info 
is provided to allow you to make 
important decisions. 

On the whole, 1602 A. D. is an 
enjoyable game. It doesn't have 
the economic depth of Caesar 3 or 
the tactical depth of Command 
and Conquer, but it is a nice blend 
of economic and military strate- 
gies. —Tom Bitterman 
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practical joke... 


EI 


Occasional rise in pulse rate, more 


c———— vehicles and guns. 


Dropping a live grenade into your own jeep may seem like a great idea for a 


Hidden& — 
Dangerous: Devil's Bridge 


A bridge too choppy 


n last year’s Hidden and 
| Dangerous, you were placed in 

charge of a group of British mil- 
itary elite soldiers, leading two to 
four men at a time behind enemy 
lines to combat the Nazis during 
World War Il. Devil's Bridge adds 
nine missions to the game, and lit- 
tle else besides troubles. 

Generally regarded as flawed 
but entertaining, the original 
game allowed both first and third 
person viewpoints, provided real- 
istic damage and weapons, dis- 
played nice weather effects, and 
involved good doses of tension. 
Among its (patched) detractions 
was a tendency for members of 
the squad to spontaneously die. 
The problems that persisted right 
through the patch and into this i 
add-on form a much longer list. — : 

The much-ballyhooed artificial ! 


intelligence, for example, remains 
sub-par, even for squad members. 
Unless you baby-sit, a squad 
member on guard is often satisfied ! 
with his duties even if the muzzle | 
of his gun is jammed into a solid | 
i 
| 


THE GOODS 


"GENRE: tactical Action 


PUBLISHER talonsost | 
REQUIREMENTS негеп с | 


Dangerous 


MULTIPLAYER 2-4 players, 


Internet, LAN, modem, serial 
RATING 


KI 


wall. They are content to be run 
over by vehicles, and emit spouts 
blood and grunts of protest 
while doing nothing to preserve 
their own lives. Ordered to follow a 
human-controlled leader near a 
rozen riverbank, the computer- 
controlled soldiers thoughtlessly 

| into the icy water and drown. 
The German soldier AI is even 
more hopeless. As in the original 
game, it is possible for a sniped 
German to slump to the ground in 
ull view of his comrades, who will 
stand at attention as if nothing 
has happened. Even soldiers who 
react to their neighbor's death will 
react as individuals, like cops in 
the movies who insist on going 
into the darkest rooms alone. 

In the first mission of this add- 
on, the immediate objective is to 
intercept an officer's car, kill the 
occupants, and use the car to 
enter a German base. One might 
hope that this initial encounter 
would be carefully scripted, since 
first impressions are worth invest- 
ing in. Operating a sniper, you 
stand by the road in plain sight 
and wait for the car to pass your 
position. As it skims by you empty 
your magazine into the driver's 
head, perhaps failing to hit him. It 
doesn't matter. Neither computer- 
controlled character will react to 
your presence—not with ducking, 
a turned head, or even an attempt 
to run you over. Reloading, you 
might manage to shoot the driver 
before the car disappears around a 


o 


g 


"Mission Objective 1: 


bend. The officer will sit motion- 
less in the car until you run up to 
him and shoot him. 

Dressed like a German soldier, 
you can drive into the base and 
park the car in front of the door that 
leads to an interrogated prisoner. 
Shooting the guard brings a dozen 
others to his aid. Every one of them 
will run at you and get caught 
between the car and the door. As 
you fire your rifle through the wood, 
not a one of them will make any 
attempt to flee. They are satisfied to 
die one at a time in a growing pile 
next to the car, jogging in place 
until you put them down. 

The following mission—defend- 
ing an amphibious boat on a 
beach—is easily won by moving 
the squad off to one side and let- 
ting the Germans run towards the 
boat. Not finding any enemies, 
many of them will stand like stat- 
ues in a wide semi-circle, falling 
like target dummies to your slowly 
advancing snipers. 

Why look for such unappealing 
solutions to what could otherwise be 
an engaging experience? Simply 
put, the add-on is so choppy com- 
pared to the original game that, 
wanting to complete the game, you 
have no choice but to take such 
measures. The game’s poor perfor- 
mance will drag even systems that 
ran the original game well into a 
morass of low framerates so halting 


Feeble Al, load times from hell, more 
chop than the Bering Sea. 


Do not let the terrorists blow up the church.” 


You're better off letting the plucky 
Brits aim their own guns. 


that all hopes of aiming a gun are 
dashed. The brain-dead Al doesn’t 
help much, either. 

The slide-show framerate is 
accompanied by “loading level” 
waits several times longer than 
any in the original, a deadly 
combo when the game is not par- 
ticularly satisfying to begin with. 
On a system that ran the original 
well at 1024 x 768 with all the bells 
and whistles enabled, Devil's 
Bridge crawled even when all set- 
tings were knocked down to their 
minimums. It can take over a 
minute just to quit out of some of 
the missions and return to the 
main menu. 

It will take a special kind of 
Hidden & Dangerous fan to over- 
look these issues and enjoy this 
add-on. There isn’t much to enjoy, 
which is a shame given the great 
promise that a game like this one 
could offer. —Dave Perkins 


Join the discussion at www.cdmag.com/cqi-bin/webx?i3@@.ee71a3c 
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ising Sun & 


An accessible, replayable, massive 
Pacific wargame. 


Japanese reinforcements arrive to 
futilely fight inevitable defeat! 


[left] With unit bases turned off, 
troops merge nearly perfectly with 
the surrounding terrain. 


TalonSoft 2D wargaming goes out with a “Banzai!” 


game set in the Pacific War, 

focuses on land combat. This 
setting places some unique chal- 
lenges on any wargame: strong 
naval support modeling is the 
foremost, of course, but the differ- 
ent ethos of Japanese warfare must 
also be included to accurately 
reflect the spirit, if you will, of the 
arena. The third major entry in the 
Campaign series of wargames 
(East Front and West Front being 
the first two), Rising Sun attempts 
to simulate fighting throughout 
the entire Pacific War, including 
the all-but-obligatory hypotheti- 
cal invasion of Japan. 

Fortunately, Rising Sun rises to 
meet those challenges very well 
indeed. The game engine has been 
improved from its predecessors 
(new rules for night combat being 
one of the nicest additions). 
Amphibious assaults and troop 
landings are the primary naval 
focuses of the game— don’t expect 
to fight naval engagements here 
(aircraft modeling is still abstract- 
ed and secondary to the land 


R ising Sun, TalonSoft’s first 


1 | 2-16 players; 
direct cable, modem, play-by-email, 
LAN, Internet 
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fight. Even better, while playing 
you really get the feeling of fight- 
ing in the jungle (or whatever ter- 
rain your troops are engaged in). 
The lush 3D graphics, evocative 
soundtrack, and superb sound 
effects truly enhances gameplay. 
Watching the firefights of troops, 
seeing the craters left by mortar 
fire, hearing the cacophony of fire 
and jungle fauna—it's no Saving 
Private Ryan, but it sucks you into 
the Pacific war better than any 
other wargame dating back, at 
least, to Gary Grigsby's Pacific War. 

The game's interface generally 
works well. It does, though, take a 
bit getting used to if you aren't 
familiar with the series' conven- 
tions. Shortcut keys, thankfully, 
abound, but you may find your- 
self expecting to move and end 
up getting an error message 
about firing until you become 
familiar with it. Clicking on a unit 
brings up all the needed statistics 
of its action points, strength, 
assault value, and so on. When 
starting a new game or generat- 
ing a random battle, your choices 
must be made by clicking repeat- 
edly on one down arrow. You 
can't go back up, and you can't 
click directly on a wanted sce- 
nario in a list, the arrow must be 
clicked repeatedly to select the 
prize. Documentation is top. 
notch. Several tutorials are 
included which help to make this 
a solid introduction to the genre 
for newbies 

A bevy of fine scenarios (over 
three dozen) and a robust random 


"Rising Sun is a super game. 


|- 


you will love this game!” 


battle generator and scenario edi- 
tor are included. Scenarios, of 
course, cover both historical and 
hypothetical battles. Two types of 
campaigns exist in the game. 
Dynamic campaigns are created 
on the fly by the computer; each 
battle is random. These cam- 
paigns end if your personal leader 
is killed. The dynamic campaign 
also allows you to choose sides 
and organizational structure. 
Linked campaigns do not include 
those options, but are historical 
and take into account your level 
of victory when moving on to the 
next scenario. Three dynamic and 
four linked (one hypothetical) 
campaigns are included. While 
the scenarios are fun and varied, 
it is the scenarios’ scope and 
depth that ensure a long play life. 
Both types of campaign games 
play well, and you do not 
encounter the problems that were 
found in the earlier Front games. 
In fact, Rising Sun plays flawlessly 
out of the box—in marked con- 
trast to East Front. 

Tactics appropriate to the era 
are necessary for success in the 


ine, plays a key role, and using 


game. Terrain, as you might imag-. 
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THE BUZZ ВЕНН 


“All I can say is once you finally get your Marines on the beach look out 
for the enemy screaming “Banzai!” If you liked East Front & West Front 


Join the discussion at http://www.cdmag.com/cqi-bin/WebX?13@@.ee71791 


Interface quibbles. 


New scenarios are introduced with 
informative splash map screens. 


The 2D view gives a wider view, but 
is graphically blah. 


—Clifford шшш 


—Garry Giffen 


ground cover to your advantage is 
vital. As expected from TalonSoft, 
the units available are complete 
and accurate. Rules have been 
implemented for Japanese banzai 
attacks (which can startle the 
Allied player!) and cave move- 
ment. Rising Sun is much more 
than West Front in the Pacific; the 
new rules along with the new ter- 
rain types reflect Pacific Front 
combat at least as well as any 
other wargame to date. 

Multiplayer support is robust 
with Internet, network, and play 
by e-mail options included. 
TCP/IP support wasn't tested 
here, but the PBEM support 
worked flawlessly. 

Although Rising Sun may be the 
final entry of the Campaign series 
and hard core TalonSoft 
wargames, the series goes out with 
its head held high. Engrossing 
gameplay, fine audiovisuals, and 
a wide range of options that allow 
new and veteran players to enjoy 
the game combine to make Rising 
Suna fitting coda for TalonSoft’s 
serious wargames. Its epic scope 
and sheer massive size ensure 
replayability for months, if not 
years, to come. —Carl Lund 
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Prey | Archangel lost few о по 
‘Subst General Smenshikov is replaced. 
ке ‘Sweden: Activate a Deferred Leader? 


ШЕН СУС ШШ 
\ Moa 


sues] [sete | ш 


Charles XII’s Swedes punch through a Russian defense line at Poltava. 


UPSIDE 


Great and colorful treatment of a 
rarely-touched era of military history. 


Close up of a Russo-Swedish cavalry melee. 


DOWNSIDE 


Clunky interface, less than state-of - 
the-art graphics, mediocre sound. 


g men sme 
Guard Come 


Sweden hae 140 objective poris Вока has û 
Seen tas pera DEOSVE VICTOR 


TE ww | 


Ah, the thrill of a decisive victory. 


Horse & Musket: Great Battles 


of the Eighteenth Century 


Anyone for a Marlborough? 


to boldly go where no com- 

puter game company (and 
few board game companies) has 
gone before with Horse & Musket: 
Great Battles of the Eighteenth 
Century. With a fearless disregard 
for huge financial reward, Boku 
brings this fabulous era of military 
history to life, building incremental- 
ly upon its earlier game Dragoon 
(which covered the battles of 
Frederick the Great). 

This time around, Freddie’s 
exploits take a back seat to the bat- 
tles of Marlborough, Charles XII, and 
Peter the Great—and great battles 
they are. Many of these battles fea- 
ture huge, colorful armies with vast 
cavalry complements. Some of 
Freddie's other battles are also cov- 
ered as are several from the 
American Revolution. 

Boku is definitely playing to a 
niche market, making few com- 
promises to attract the masses. 
Horse & Musket uses a hex-based, 


D oku Strategy Games continues 


GENRE Wargame 
PUBLISHER shrapnel Games 


REQUIREMENTS. 46/66, 
16MB RAM 


MULTIPLAYER 2 players, 


Internet, hot seat 


RATING 


battalion-level engine with a com- 
plicated turn sequence that plays 
very much like a board wargame. 
Unlike many other battalion-level 
games, it places its major empha- 
Sis on command and on maintain- 
ing order. 

Units may do nothing without 
directions from an active leader. 
Leaders are individually selected 
by the computer in order of their 
quality and may fail or defer 
activation. This makes for a lot of 
to-ing and fro-ing as the com- 
puter cycles through the available 
generals, adding a fair degree of 
uncertainty (and complexity) to 
each turn. Armies of the era were 
particularly concerned about 
maintaining dressed lines, both 
within the battalions and across 
the battlefield. The game does a 
good job of capturing that first 
concern, but falls a little short on 
the second. Whenever a unit 
moves it risks disruption—too 
much disruption and the unit can 
no longer move or change forma- 
tion—but movement points can 
be used to recover good order, 
simulating the need to dress 
ranks. However, with the lack of 
group moves in the game, keep- 
ing battalions in line is not nec- 
essary, so the linear character of 
battles of the era is often lost. In 
fact, the lack of group moves is 
one of the game’s biggest short- 
comings. It allows units too much 


flexibility and, in the larger bat- 
tles at least, makes moving 
troops rather tedious. 

Within each leader’s action 
phase are five sub-phases, each 
with several sub-phases of its 
own. The result is a very deep 
and detailed simulation of horse 
and musket-era combat which is 
not for the faint of heart or those 
short of time. The game plays out 
at a leisurely pace, much like the 
battles of the era. Cavalry charge 
rules are particularly fine. The Al, 
while better than in Dragoon, is still 
pretty weak, either doing nothing 
but dressing lines or attacking at 
the wrong time. It’s best to take the 
underdog in any scenario or even 
better to take on a human. 

The game supports hot seat 
and Internet play and sort of 
supports PBEM play. But be pre- 
pared to be on line for a long 
time just to complete one turn of 
a major battle. Fortunately, there 
are several smaller battles or 
small scenarios from the big bat- 
tles to choose from. PBEM play, 
though theoretically possible (if 
not explicitly supported), can be 
a chore with all the phases and 
the command rules. A feature to 
disable the alternating command 
sequence would be a big help to 
PBEM (probably the best way to 


play a game of this sort). 

The interface, though 
improved, is still clunky and the 
information area takes up too 
smuch of the map. The need to 
select another unit before the 
current one is deselected is par- 
ticularly annoying, as it causes all 
sorts of unintended actions which 
can only partly be undone. 

Getting information about 
stacked units is another problem, 
but that is offset by the brilliant 
use of flags to denote stacked 
units. These vary by nationality 
and the type of unit underneath. 
Although there is often no point 
in stacking units, it’s tempting to 
do so anyway because the flags 
make the game look so good. The 
game shipped without music, 
which is no big loss, although this 
is available in a patch; it’s a 
cheesy Midi rendition of Carmen 
so you're better off cranking up 
the stereo and putting on some 
Bach instead. 

Horse & Musket is a strong 
addition to a great series of 
games dealing with an over- 
looked period. It is available only 
online from Shrapnel Games. If 
regiments with names like Maison 
du Roi or Leib Garde turn you on, 
definitely get this one. 

—Willie Albright 


Join the discussion at http://www.cdmag.com/cgi-bin/WebX?13@@.ee7 Icee 
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Hawaiian Punch 


Space Merchant 


Niche gaming for free 


ardcore gamers often claim 
| that the gameplay is far more 

important than graphics. In 
modem games, there is usually a 
good mix of both, but every once 
in a while along comes a theory- 
prover like Space Merchant. 
Gameplay comes first in this title, 
with graphics placing a distant last. 
Space Merchant is almost entirely 
text and small icons. Without the 
need (or the means) to create high- 
level graphics, the team focused on 
creating an enjoyable and in-depth 
game. As always, the question is 
simple: will gameplay prevail over 
graphics, or will the game be seri- 
ously hindered? 

Anyone who has played the old 
BBS game Trade Wars will immedi- 
ately feel at home with Space 
Merchant. Aside from a few key 
elements, the games are essentially 
the same. If you're a Trade Wars 
fan, it's safe to assume that you're 
foaming at the mouth right now, 
and for good reason. The basics of 
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THE GOODS 


GENRE: strategy 


Communications Corp. 


RE Q UIREMENTS internet 
connection and a graphics-capable 
web browser 


MULTIPLAYER: massively 


multiplayer, Internet 


RATING 


both Trade Wars and Space 
Merchant are simple: you fly 
around in a ship, trading and 
blowing things up. A premise that 
is easily grasped, yet there is a 
much deeper well of gameplay 
waiting to be discovered. Aside 
from trading, there are plenty of 
things to do, such as securing a 
planet as a safe place to log out, 
protecting important areas with 
mines, watching trade routes with 
scouts, waging massive wars with 
other alliances, becoming a deputy 
to hunt evil players, becoming evil 
to smuggle contraband, exploring 
the galaxies and outfitting your 
ship. This all comes together in a 
successful and enjoyable combina- 
tion. There is a strong game at the 
core with a great deal of longevi- 
ty—if you can get past the graph- 
ics. Any Trade Wars veteran should 
have no problem with this, but it 
may be more difficult for other 
players. Almost everything is por- 
trayed in text, with only a spatter- 
ing of small icons. Over the long 
haul the graphics do not affect how 
fun the game is; a more significant 
problem is the lag, although the 
developers are working on improv- 
ing performance. 

Space Merchant is a tum-based 
game. You begin with a Newbie 
Merchant Vessel and 200 tums, 
and every hour you will receive 
another nine turns (this is ship 
based, ranging from four to twelve 
tums per hour), with a maximum of 
400 turns at any one time (these 


UPSIDE 


Lots of depth, interesting politics, fun. 


A standard port screen: goods for 
trade, supply/demand, and race 
relations. 


Пей] The graphics are solely for 
informational purposes. 


Creonti Ship Dealer 


numbers are different in veteran 
games). Common actions such as 
moving, trading and landing on 
planets only take a single tum, 
while combat is an expensive three 
turns per round, and a jump drive 
requires a whopping 15 turns to 
activate. You start out with 500 
tums of Newbie Protection, which 
completely protects you from any 
attack. Once those turns run out, 
you must protect yourself with 
FedSpace or a planet. FedSpace 
only works if you have a very low 
attack power, so you will need а 
planet if you ever plan on purchas- 
ing any hunting or assault ships. 
Planets are spread throughout the 
galaxies, but they are initially 
undefended. Building turrets, 
shield generators and hangers takes 
some money, but most importantly 
it takes time, so a good planet is a 


Join the discussion at www.cdmag.com/cqi-bin/WebxX?13@@.ee7227a 


DOWNSIDE 


Lag; can become tedious. 


Enter 7413 (1) 


|| Enter 7453 (1) 


A sector with a bank and a trader 


Пей] A ship dealer for the 
Creonti race. 


long ways down the road. 

Most RPGs have an experience 
system, but few strategy games do; 
Space Merchant is one of the rare 
exceptions. By making good trades 
and succeeding in combat, you will 
be given experience points for your 
actions. Perhaps one of the most 
important aspects of the game, for 
any competitive gamer, is the rank- 
ing system. Players and alliances 
are ranked on a game-to-game 
basis by their experience points, 
and there is a universal Hall of Fame 
for total achievements. Beyond 
that, experience increases your 
combat abilities within the game. 
Some of the best weapons in the 
game have low accuracy percent- 
ages, but in the hands of a high 
level pilot they are deadly indeed. 

Space Merchant is a solid 
game, but it definitely caters toa 
limited audience. Some people 
simply won't find the combina- 
tion enjoyable, as they have to 
shift through the minimal graph- 
ics and record information on 
important locations. For others, 
this is definitely a strong title 
worth taking a look at. And the 
best thing about Space Merchant? 
It's free. —David Ryan Hunt 


Play the game at www.shareplay.com 
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The Forgotten 


The game that should have been... 


and probably become 

extremely excited. Even 
though you may never have heard 
of Ransom Interactive, you'll gaze 
upon the glossy box-copy and 
assume that this game has a simi- 
lar design to such great games as 
Myst or Shivers. Combine that with 
а voodoo-mystery and you might 
expect a Gabriel Knight clone with 
a different story and Myst-like 
interface. Based on this first 
impression, the game has great 
potential; but unrealized potential 
is all you'll find in The Forgotten. 
The title has been in development 
for two-and-a-half to three years, 
and frankly it shows. 

The Forgotten aspires to be the 
first of several releases that will 
chronicle your adventures as a 
Collector—a collector of rare 
cards with special powers. If you 
just look at the screen shots, 


LES take one look at the box, 


The opening room. You have to collect 
some items before the interface kicks in. 


МАС) PPC 
266, 64MB RAM, System 8.x 


you'll be quite eager to play this 
game. If, however, the gaming 
world judged games solely on 
their keen screen shots, we'd 
have a heck of an industry. But 
the industry doesn't do that, 
thank goodness, and for good 
reason. The screen shots on the 
back of The Forgotten's box are 
deceptively cool, but if you jump 
into the game expecting to 
immerse yourself in a fantastical- 
ly rendered world, you will be i 
sadly disappointed. ! 
For the most part, the graphics — ; 
are mediocre, with few exceptions. | 
After the cut-scenes, the graphics ! 
in the surrounding area seem to | 
revert to a horrid 16-color mode i 
until a scene change. The i 
Forgotten doesn't even come close 
to offering the same graphic qual- | 
ity that we saw in gamesasoldas ! 
Myst, Shivers, and Lighthouse. In | 
so recent a game as this, you ! 
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Instructions 


UPSI 
Fairly accurate period decoration, 
some pretty cool visual effects. 


Collectio) 


Restore Quit 


T 


Instructions 


TD 


Tired story, unbearable interface, poor 
graphics, slow load times, music 
either irritating or non-existent. 


oS 


fiventory 


| 


Preferences Inventory 


Anastasia’s room holds a hidden passageway. 


THE BUZZ Eee 


“The reason this game has the subtitle ‘It Begins’ is because the game 


isn’t finished. Seriously.” 


would also expect a creative, cut- 
ting edge interface. Guess again. 
While it is somewhat creative, the 
overall interface is something you 
would have expected in a game 
released three to five years ago. 

If you are a typical gamer you 
might be inclined to try firing up 
the game without reading the 
manual or the in-game instruc- 
tions. Don’t. Eventually you must 
break down and read the manual, 
and it will help a little, but not 
much. It explains some of the 
back-story, but not enough to 
make you feel like you really 
understand where you came from 
and where you're going; and even 
though it will be painful, you real- 
ly do need to follow the in-game 
instructions. True, many games 
provide informative tutorials, but 
for the most part an "intuitive 
interface" is the best teacher. 

You are a nameless, penniless, 
amnesiac (there's a lot of that 
going around in the world of 
adventure games), and a man 
known as Richard Haliburton con- 
tacts you. He says he is your 
friend, but is he? And then what? 
It seems that the writers deliber- 
ately withhold information about 
just who you are and what you 
are supposed to be doing, but 
unfortunately they go overboard. 
Intrigue is all well and good, but 
it doesn't work here. Even though 


—Bullwinkle 


the intention is to get you to the 
end of this first episode craving 
for the rest of the story, the lack 
of exposition often leaves you 
frustrated, confused, and clue- 
less. This is not a good sign in a 
game that also has problems with 
а clunky interface and poor 
graphics. By the end of the game, 
you will simply be so under- 
whelmed that you won't even 
care what happens. 

In all faimess, there are a couple 
of pleasing visual highlights: 
inventory items "react" when 
selected, and some of the graphical 
special effects are very innovative. 
Also, the rendered settings in the 
game are very detailed—at least 
with respect to period style and 
decoration. It seems like the cre- 
ators did their homework on the era 
of New Orleans circa 1930. But while 
the atmosphere seems very authen- 
tic, unfortunately its authenticity is 
lost in the poor graphics. 

Overall, the game feels about 
three years old—probably because 
it is. It seems like the creators had 
a really elaborate idea that just 
falls to pieces under a laboriously 
told, convoluted story, and poor 
game mechanics. The Forgotten 
just tries too hard to be too many 
things that it's not. Please, pass it 
by on the software shelves and 
leave it where it belongs...forgot- 
ten. —Joshua Bentley 


“MULTIPLAYER None 
RATING 


Join the discussion at: http://www.cdmag.com/cgi-bin/WebX?13@@.ee71bdf 
Find cheats at: http://www.gamenexus.com/hints/Forgotten.htm 
Download the demo at: http://ns02.worldspice.net/forgotten/InstallForqotten.exe 
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Nightlong: Union City Conspiracy 


So many locked doors, so little story 


ightlong: Union City i 

N Conspiracy is a well-pro- ! 
duced point-and-click { 
graphic adventure. It is bug-free, | 
has attractive graphics, and good ! 
actors. Unfortunately, it is so i 
badly written that it isn't much | 
fun to play. | 
The story is set in 2099, and ] 
you are Joshua Reev, a tough, і 
totally bald, gravel-voiced private | 
detective whose task is to unlock a | 
multitude of locked doors in Н 
search of a story. Some of the locks | 
need keys, others have keypads; — : 
some may be shot off and one ! 
needs the blood of a werewolf. | 
The rooms behind the doors | 
range from halls and elevators і 
and apartments to subways, | 
shops, nightclubs, warehouses, 1 
and prisons. A talking Sphinx і 
provides опе of the game's more | 
imaginative mom ! 
a brief interlude. ! 
Games such as Blade Runner | 
and the Tex Murphy adventures i 
constantly put their heroes in the — | 
way of danger. They are charis- ! 


ents but is only 


GE IRE Adventure 
PUBLISHER Dreamcatcher 


Interactive 


REQUIREMENTS pentium 
100, 16MB RAM, SVGA Card 


MULTIPLAYER wa 
RATING E 


matic, humorous, and we like 
them, so when they are in a dan- 
gerous situation, we fear for their 
lives. That's called suspense. 

Joshua Reeve in Nightlong, 
however, is not charismatic. He has 
no sense of humor and we care lit- 
tle about what happens to him. He 
seldom meets anything danger- 
ous, and when he does, quickly 
dispatches it. There is little sus- 
pense in Nightlong. Joshua is usu- 
ally alone in every room he choos- 
es to burgle and no one ever 
bursts in to discover him, nor does 
he expect anyone to do so. 

The game's characters are as 
shallow as cardboard cutouts. 
Their dialogue is trite, often remi- 
niscent of bad comic book writing. 
It's remarkable that the actors at 
times overcome the bad writing 
with good acting. 

The interface is for the most 
part, clean and simple. The game 
is spread out over three disks, 
however, and one always has to 
load disk one first before moving 
on to any of the other disks. This is 
awkward...and aggravating. 

Be prepared to hunt pixels. It isn't 
easy to find objects by just running 
the cursor over the screen. Players 
are in for some frustrating pixel 
hunting. Worse than that, the player 
may not even be aware that there is 
an object hidden on the screen! It's 
disconcerting to say the least, and 
game stopping at the worst. 

The puzzles range from very 
easy to medium in difficulty, with 


Bug free, decent graphics, clever 
puzzles, good actors. 


only a few being inordinately diffi- 
cult. They are all in context, how- 
ever, and not just time wasters. 
Some are complicated and require 
the player to put ordinary objects 
together to make puzzle solving 
machines. For example, one has to 
find the parts for making and 
operating a blowtorch before a 
certain lock can be removed. 

The engine that drives the 
game also drives the cut scenes. 
The director treats the game as a 
movie and makes liberal use of 
different camera angles to give 
dramatic variety to otherwise sta- 
tic scenes. Unfortunately, these 
are often exposition scenes where 
Joshua is viewing information in a 
book or on a computer. Joshua 
sums up what he's reading and 
makes deduction to bring the 
player up to date on the unfold- 
ing story. 


The talking Sphinx is perhaps the game's best moment. 


Join the discussion at http://www.cdmag.com/cqi-bin/Webx?130@. ee6ehff 


Weal 
lip synch. 


The lady doesn’t like rats. 


[left] Your alter-ego, Joshua Reev, is 
not particularly charismatic. 


No matter what the camera 
angle, it’s boring to watch some- 
one read a letter for five minutes. 

So few non-action-adventure 
games are being made anymore 
that one is tempted to forgive 
Nightlong’s problems and just be 
grateful that it even exists. 
Especially since it is a traditional 
point and click adventure, with no 
action sequences, and includes a 
comucopia of intriguing puzzles 
within a graphically rich, believ- 
able world. 

However, since Nightlong's 
story and dialogue are weak, and 
because nothing else about the 
game is particularly outstanding 
(except for being bug free) | can't 
wholeheartedly recommend it— 
except to those who are absolutely 
starved for an adequate (at least) 
puzzle solving adventure to play. 
—Andy Backer 
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Be careful using the Haste spell. The speed is quite addictive, so you may 
find yourself wasting mana to remain hasted. 


Nox 


NOX IS AN ODDLY ADDICTIVE ACTION-RPG THAT does- 
n't require a real walkthrough, but could definitely 
benefit from some single-player tips on how to play 
each of the character types successfully and smash 
the bosses into exploding smithereens or whining 


piles of crud. 


Nox is an oddly addictive action- 
RPG that doesn't require a real 
walkthrough, but could definitely 
benefit from some single-player tips 
on how to play each of the character 
types successfully and smash the 
bosses into exploding smithereens 
or whining piles of crud. 

A general tip for all the classes 
is to keep your on-screen map 
open at all times, it helps naviga- 
tion and reduces the amount of 
wandering in circles you might do. 
Also, due to what might be an Al 
flaw, you can often see enemies 
before they can see you. You can 
exploit this by targeting them and 
then getting in a few good ranged 
hits before they react and come to 
mow you down. 

Many of the puzzles involve 
floor tiles, so keep an eye out for 
them. You'll need to trigger them 
by standing on them or pushing or 
dropping an item onto them. 


WIZARD’S GUIDE 
Oddly, the wizard is at once the 
most difficult and the easiest class 


to play. A large percentage of the 
creatures will slay you with a sin- 
gle blow, but spells such as con- 
fuse are incredibly effective. If you 
expect to run through the game 
blasting away at anything that 
crosses your view, you won't make 
it anywhere. Simply put, wizards 
don't have the offensive firepower 
that you might expect. Most wiz- 
ards will never see the high dam- 
age numbers that are common for 
warriors and conjurers. Your suc- 
cess is highly dependent upon 
properly combining the available 
tools. Remember to buy all the 
spell books you see in shops, as 
you can have three levels of each 
spell. Don't buy extra levels of the 
less useful spells. 


Equipment 
What's in vogue for wizards this 
season? Take a look at the runway 
gear and accessories for Nox's 
most magical specimen. 

Armor: What armor you are 
wearing is not nearly as important 
as simply wearing something. 
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tips 


walkthroughs 


cheat codes 


The fireball makes quick work of ogresses. 


Always have a spare set of equip- 
ment available in your inventory 
and make sure you never have any 
missing armor. There is little defen- 
sive improvement from the weal 
armor to the strong armor, so just 
be sure to be fully equipped. 

Halberd (Staff of Oblivion): An 
important weapon. With the shock 
damage and vampirism that the 
Halberd gains, you'll be able to 
fight most normal creatures and 
mages with this weapon. The 
Halberd is quick and it has long 
range, so you can use it in melee 
combat when your wizard would 
otherwise be unable to with a 
staff. Perhaps the best feature of 
the Halberd is that it can block a 
variety of attacks, so it is a good 
defense against various creatures. 

Magical Staffs: There are a vari- 
ety of magical staffs available to 
the wizard, with three primary 


| spells: fireball, lightning, and 


triple fireball. Fireball staffs are 
common, so you should use them 
to conserve mana. Lightning staffs 
are nearly worthless, because they 
burn through their charges in sec- 
onds. The only use for a lightning 
staff is that is has no casting time, 
so it can quickly be used and dis- 
carded. Triple fireball staffs are 
incredibly useful, and if you pur- 
chase the Triple Fireball Staff of 
Replenishment (or find it later on) 
it will carry you through the 
remainder of the game. 
Replenishment will automatically 
refill the charges on your staff if you 
have it equipped, thus having two 
of the same staffs of replenishment 
does not work well. The one excep- 
tion to this is if you want to use 
more than the max charges ina 
short time period. Never buy the 
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Lightning Staff of Replenishment. 
They do not recharge at a faster 
rate, so they are a horrible expense, 
since 60 charges are used in a few 
seconds. The Lightning Staff of 
Recharging is a functional weapon, 
but it still drains too rapidly for it to 
be used regularly. 


The Wizard's Arsenal 

Of the many spells available, some 
are nearly useless. Spells such as 
pull and push have limited uses 
that tend to be based on minor 
puzzles within the levels. Toggling 
between spell groups will often 
get confusing, as it becomes a 
reflexive maneuver to hit ‘d’ 
quickly for fireball, but then in 
another set that may end up as 
your protection from fire spell. 
That's not good. As such, you'll 
want to have your spell system as 
condensed as possible, so that you 
can quickly access the most 
important spells. 

Burn: A weak spell with a single 
use—cast it on a zombie’s corpse to 
permanently destroy the creature. 

Confuse: One of the most pow- 
erful spells in the game, confuse 
will work on just about any target, 
making them wander around 
chaotically for a few seconds. Use 
this spell on bosses and other bad- 
dies and they will be easy targets. 
This is particularly useful for pow- 
erful creatures that can slay you 
with a single blow. 

Fireball: The most useful attack 
spell available to the wizard. Keep 
it handy. Some creatures are 
immune, and few creatures will 
die in one shot once you are 
halfway through the game. 

Force Field: Always keep a force 
field on, especially later in the 


This problem could be solved with a mana potion, but even a wizard can use 
his fists. 


game. This is the only thing that 
will keep you from dying in one 
attack, although having one hit- 
point left isn't much better. 

Haste: There are two primary 
uses for this spell: travelling and 
evading monsters. Travelling is a 
convenience, but using haste and 
slow in combination works great 
in boss fights. 

Invisibility: Although this is a 
nice spell in theory, in practice it is 
not something you want to use. 
The reasoning is simple—if you 
avoid something instead of killing 
it, you don't get experience. 

Lesser Heal: Always keep this 
spell readied. Just make sure not 
to use heal spells to full health 
when there may be food or potions 
nearby that you can use. 

Lightning: One of your primary 
attack spells, lightning is generally 
used on creatures that are immune 
to fire, slowed creatures or for firing 
when you don't have a direct line of 
sight. Not very powerful, but light- 
ning provides an effective damage- 
mana cost ratio early on, and later it 
is needed to kill some bosses. 

Missiles of Magic: A weak offen- 
sive spell, but occasionally useful. 
It automatically seeks the target, 
so it is good to use against the 
archer gargoyles and other crea- 
tures that will dodge fireballs and 
interrupt lightning. Since they are 
heat seeking, you can fire while 
fleeing from a target to stall or 
hurt them. It can also be used to 
hit switches from a distance. 

Protection from Elements: 
Protection spells are always nice to 
have, so cast these whenever you 
go to a mana crystal, just don't 
use protection from poison. 

Shock: A powerful defensive 
spell, shock will damage any crea- 
ture that you touch. Although it is 
not bad when used in this manner, 
it is best to let the enemy hit you, 
and shock can deal anywhere from 
100-200 damage in return. 


Beholders cast shock, which is why 
they must not be engaged in 
melee combat. 

Slow: Along with confuse, this is 
one of the most useful spells. Have 
it on your main menu and cast it 
frequently. 

Trap: Traps may not always be 
as effective as bombs, yet they are 
far more reliable. Casting a trap 
lets you keep moving for a longer 
duration of time than casting indi- 
vidual spells, so it can be incredi- 
bly useful against bosses. It’s a 
good idea to have offensive spell 
in traps, but never create one 
without slow or confuse. 

In addition to using the right 
spells, it’s important to make use of 
the mana crystals. These are avail- 
able in all boss fights. There are 
hundreds of mana crystals through- 
out the game, so you should never 
walk around without any mana. 


WARRIOR’S GUIDE 

Melee combat is the primary abili- 
ty of warrior characters, but they 
are also capable ranged combat- 
ants. Mix and match your abilities 
so that you are experienced in all 
situations and prepared for what- 
ever you might encounter. 


The Armory 

Without much magical ability, the 
warrior needs to keep his bod pro- 
tected with heavier gear. 

Armor: The worst threat to any 
warrior is broken equipment. 
Unlike the other classes, warriors 
must regularly engage in melee 
combat, thus they need to have a 
full suit of armor at all times. Carry 
extra armor even when you are 
wearing plate and note that it 
takes up a large portion of your 
inventory space. Expect to bum 
multiple suits of plate at the end 
of the game, so make sure to loot 
plenty from Chapter 10. It’s possi- 
ble to keep your best armor intact 
by removing it when the durability 


You're supposed to sneak past these guys with invisible, but if you lure them 
back to the mana crystals and kill them, they will provide lots of expensive loot. 


reaches critical and repairing it at 
the next shop, but you’re better 
off letting it break and equipping 
a backup piece (don’t let them 
break if you have no spare). Armor 
is too heavy to pack as unusable 
damaged equipment. 
One-Handed Weapons: These 
are useful early on, but you won't 
want to use them at the later 
stages of the game. Having a 
shield is advantageous, but it's 
preferable to hit for higher dam- 
age. Since you can't easily switch 
between one and two-handed 
weapons (quick weapon doesn't 
equip the shield) it's best to use 
one or the other instead of mixing 
them. One-handed become obso- 
ete as your Halberd gets stronger. 
Two-Handed Weapons: All the 
big hitters require the use of two 
hands. Great swords are low dam- 
age, but they are useful for block- 
ing spells. Of all the weapons, war 
ammers are undoubtedly the 
best. Although they are slow and 
difficult to wield, war hammers 
will allow you to kill most enemies 
with only one swing. When you 
ind your first war hammer, 
engage lone enemies to practice. 
You'll be used to a much shorter 
delay. Generally, the delay after 
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Warriors are definitely the coolest 
looking class. 
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the attack won't matter—your tar- 
get will be dead. War hammers 
also hit multiple targets; use them 
properly to wreak havoc on the 
undead legions. 

Halberd (Staff of Oblivion): An 
incredibly useful weapon. Not for 
the damage, but for the durabili- 
ty. Having this handy to destroy 
barrels and kill weak enemies will 
save you lots of money on repairs. 
With its quick speed, the Halberd 
can also be used for healing once 
it gains the vampirism ability. 

Shurikens and Chakrums: 
Shurikens are a plentiful source of 
ranged damage. Some creatures, 
such as the beholders, should not 
be engaged in melee combat, and 
gargoyles are much easier to kill 
with shurikens. Unlike shurikens, 
chakrums are not situational 
weapons. A single chakrum is 
barely worth using, but once you 
get two they combine for a power- 
ful ranged attack. Equip both 
chakrums (primary and quick 
weapons). When you throw one 
chakrum, immediately switch to 
the second and throw it too. This 
doubles your damage potential 
and keeps you with a weapon 
available most of the time. While 
the damage is nice, the true value 


them close to you, and wield the 
Halberd so that they cannot cast fum- 


ble on you (cannot drop quest items). 
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It's best to use shurikens when fighting Beholders, as their shock spell deals 
hefty damage if you engage them in melee combat. 


A fire chakrum makes quick work of zombies. 


of dual chakrums comes from mix- 
ing spell effects. For instance, 
wield a fire chakrum in one hand 
to kill zombies, and have a stun- 
ning chakrum in the other hand 
for powerful opponents. Chakrums 
will never lose durability, so you 
can throw them around as you 
please. Make sure to practice 
using chakrums. 

Making it through Nox without 
the aid of spells is nearly impossi- 
ble. As such, the warrior must 
improvise and rely on magical 
weapons. Weapons enchanted with 
impact, stunning, vampirism, and 
fire are the most useful of the group. 
Getting your hands on an impact 
weapon will make the beginning of 
the game a breeze, as enemies will 
be knocked out of range when you 
hit them. Stunning is important for 
fighting magicians and bosses. 
Vampirism's constant hit-point 
gains will keep you healthy, and fire 
weapons permanently kill zombies. 


Skills 

Again, because of his lack of 
magic, the game designers have 
armed the warrior with other abili- 
ties that will enhance his power 
against magical creatures and add 
interest to playing his character. 

Berserker Charge: Insanely pow- 
erful for the first half of the game, 
berserker charge will kill anything. 
Even most of the bosses will fall 
after you charge and attack once. 
You'll want to practice 'sliding' in 
order to be prepared for boss 
fights. Sliding is essentially run- 
ning one direction, then quickly 
turning (before your movement 
has stopped) and charging your 
target. Once you make contact, 
either immediately swing your 
weapon or flee. Performing this 
maneuver accurately will allow 
you to best difficult opponents 
without taking damage. 

War Cry: Numerous mages pop- 
ulate the Tower of Illusion, and 
that is when war cry becomes use- 
ful. This skill temporarily stuns 
mages. Try using it against new 
enemies you encounter, but there 
are few places where it is needed 
outside of the Tower of Illusion. 

Tread Lightly: Nearly worthless. 
This skill is just used for bypassing 
some of the traps. 

Eye of the Wolf: Using this skill 
gives you temporary infravision, 
allowing you to see invisible ene- 
mies. Theoretically useful, but invis- 
ible creatures become visible when 
they attack you. Harpoon: Harpoon 
is the second skill that is useful from 
beginning to end. Essentially, it's а 
grapple used to hook enemies and 
pull them within striking distance. 


Mages and other ranged attackers 
are particularly vulnerable to har- 
poon tactics. Most notably, harpoon 
is important in the final battle 

| against Hecubah. Since this skill 

| only does one damage, it is a good 
idea to only use it when necessary, 
as it is often easier to chase enemies. 


| CONJURER'S GUIDE 

! Aside from being adept spell cast- 

| ers, conjurers are also capable in 

| both melee and ranged combat. 

! Normally, you'd expect a trade-off 

in that the conjurer would be the 

master of none of these areas, but 

that is not true. No class has better 

range capabilities, and at high 

levels the fist of vengeance will 

easily out-damage most of the 

wizard's arsenal. Since the conjur- 

er has a little of everything, he 

does not have the same variety of 

; options available in each area. This 

| can be good, however, as that 

| means fewer useless spells. You 

! should purchase any spell you 
come across. 
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| 
| Equipping a Conjurer 
Now let’s look at the masters of 
¦ mature, magic and melee. The 
! creatures that serve them want to 
! know what to expect. 
i Armor: Although the conjurer 
1 wears better armor than the wizard 
| does, he has the same lack of vari- 
| ety. There are numerous types of 
| leather, but the most important 
| thing is to wear something. It is also 
nice to have fire protection armor. 
Halberd (Staff of Oblivion): As 
with the wizard, the Halberd is the 
primary melee weapon for the 
conjurer. The biggest difference is 
that the conjurer can do far more 
damage at range, therefore the 
Halberd is less useful. Even so, use 
it frequently to conserve arrows. 
Bows: One of the first things 
you'll want to do with a conjurer is 
buy a magical bow, as they never 
break. Bows stay with you for a long 
1 time; it is the arrows that change. 
Using the proper arrows will make 
life much easier, as it is like casting 
a spell without the delay. 
Crossbows: Similar to bows, but 
they are unwieldy weapons. With 
the slow fire time, you'll have to 
get used to timing your shots bet- 
ter and avoiding blows before 
rather than after firing. Crossbows 
can fire through weak creatures 
and hit multiple targets, so con- 
sider lining up monsters to con- 
serve arrows. Between the extra 
damage and the ability to hit mul- 
tiple targets, crossbows are great 
because they do not drain your 
arrow supply as a bow does. Since 
bows fire so much faster, you may 


1 
1 
П 
1 
П 
1 
1 
П 
П 
П 
П 
i 
1 
П 
| 
П 
1 
1 
1 
1 
1 
П 
1 
1 
1 
1 
1 
1 
1 
П 
1 
1 
1 
1 
1 
1 
П 
1 
П 
1 
i 
П 
1 
П 


` 
2 


Bombs are great offensive spells, but you must carefully control them so that 
they are not wasted. Nothing is worse than a bomb attacking a harmless yat. 


be able to do the same damage in 
an equal amount of time, but at 
the cost of arrows. 


Conjurer Spells 

Here is a rundown of the spells the 
conjurer can (and shouldn't) 

rely on. 

Bum: See Wizard's Guide. 

Charm: A powerful spell, essen- 
tially killing one creature and 
damaging another. It is best to 
avoid using since you do not get 
the experience for the creature you 
charm, however. 

Fist of Vengeance: When you 
first purchase this spell, it will bare- 
ly do more damage than meteor at 
twice the mana. The important dif- 
ference is that with each level it 
gains a huge amount of damage, 
ending up as one of the most pow- 
erful spells in the game. 

Greater Heal: Good to use when 
you are by a mana crystal, but- 
this spell is essentially worthless 
in combat. 

Lesser Heal: See Wizard's Guide. 

Meteor: Your basic attack 
spell for the first half of the 
game, and still used throughout 
the entire game. Works great 
against zombies. 

Protection from Elements: See 
Wizard's Guide. 

Slow: See Wizard's Guide. 

Stun: A powerful spell, this 
will hold a target in place or 
slow it down. You should 
attempt to stun every creature 
and boss you encounter. 


Lackeys 

The conjurer has the unique ability 
to summon and charm beasts. 
Always have creatures under your 
control. Strong monsters such as 
golems and mimics can be sum- 
moned and sent off alone to hunt, 
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and you can sit back and watch 
the experience points count up. 
It's a good idea to use bombs 
instead of creatures before you 
have the summon spell. They are 
basically mobile traps. Create 
bombs with meteor and fist of 
vengeance, but be careful when 
controlling them. Only one meteor 
or FOV can exist at once, so only one 
bomb would detonate properly. 
Leave three bombs behind and have 
one escort you so that they don't all 
explode on one target. Bombs also 
tend to chase rats and other harm- 
less creatures, wasting your mana. 
For most bosses, you'll want to have 
four bombs summoned before the 
fight. Used appropriately, bombs 
are excellent allies. 

For summoned creatures, avoid 
using slow creatures except 
against bosses. Bears have good 
melee attacks, but their slow 
attacks make them nearly useless 
when dealing with faster crea- 
tures. Bombs are best used for 
killing and summoned creatures 
are best used to protect. With 
summoned creatures, never cast 
healing spells on them. It is far 
cheaper to let them die and sum- 
mon replacements, especially on 
high-level creatures. 

Conjurers can be played in a 
variety of ways. Whether you want 
to live off spells, weapons or 
charmies is up to you. When play- 
ing the conjurer, choose the style 
of play that suits you best or mix 
them all together. 


DEFEATING THE BOSSES 
Throughout Nox there are a variety 
of boss type creatures, although 
most of them are simply powerful 
regular enemies. If a class is noted 
in parenthesis after the name of the 
boss, it means that the boss will 
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The charm creature spell can be useful, but you do not get to kill the creature 
so you lose experience. Summoning is better. 


only appear for that class. Bosses 
are often preceded by a horde of 
mana crystals or a sign that names 
the boss. Save your game whenever 
you encounter a boss. 


Necromancer 

This is a regular enemy later in the 
game, but definitely a boss at the 
first encounter. 

Warrior— Easy fight. Try sliding 
into the Necromancer with berserker 
charge and following up with your 
weapon. It's best to comer him 
when you charge. If performed 
properly, the Necromancer will 
quickly fall. If you miss with your 
berserker charge, run in circles until 
you can use the skill again. 

Wizard— Defeating the 
Necromancer is a matter of place- 
ment. Use the mana crystals to 
your advantage as physical barri- 


ı ers. If you stand behind the mana 
| crystals, his missiles of magic will 
і miss you, and you can safely cast 
lightning. Whenever the 
Necromancer approaches, flee to 
hide behind another crystal and 
cast lightning again. 

Conjurer— Before approaching 
the Necromancer, summon four 
bombs. Make sure they have dam- 
age spells. Set three of the bombs 
on guard, and have one escort 
you. Engage the necromancer, and 
as soon as one bomb explodes, 
put another one on escort and it 
will chase the necromancer. If he is 
still alive after four bombs, use 
meteor or summon more bombs. 


Barbaric Guardian 

Here we have a fast and powerful 
warrior you'll meet in the Field 
of Valor. 


Meteor will carry the conjurer through the first half of the game, as it does 
hefty damage and hits multiple creatures. 
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Warrior— Here you'll have a few 
basic options. First off, you can 
simply charge and evade repeat- 
edly until he dies. This will take à 
bit longer than the other options. 
If you have a weapon enchanted 
with confuse, you can pound him 
with that and he is unlikely to hit 
you in retum. Otherwise, an 
impact weapon is quite 
effective—just knock him back 
whenever he gets in range. 

Wizard— Use a combination of 
haste, slow, and lightning for а 
safe but tedious victory. With two 
speed advantages you'll have 
some leeway time if one spell runs 
out, and it will be easy to get out 
of range for lightning. Also, а 
weapon enchanted with confuse 
will make the fight easy. Just 
remember to keep yourself hasted 
and keep him slowed. 

Conjurer— As with the 
Necromancer, summon four 
bombs before the fight. Use the 
bombs in the same method, and 
then follow up by casting your 
own meteors to finish the 
Guardian. As long as you keep him 
away from you there shouldn't be 
any trouble. 


The Keeper of Souls 
This magician is very hard to pin 
down, and has a pretty accurate 
lightning staff and spell. 

Warrior— If you have lightning 
protection armor, be sure to equip 
it for the upcoming battle. Since 
the Keeper tends to teleport 
around, it won't be easy to 
engage him in hand to hand com- 
bat for long. Repeatedly use 
berserker charge and avoid his 
lightning spell. 

Wizard— A Staff of Numbness 
will come in handy here. Thwack 
him with your staff and then blast 
him with fireballs. Be careful about 
that lightning spell; wizards do 
not have enough hitpoints to take 
chances. If you don’t have a stun- 
ning staff, simply use fireball. 

Conjurer— No surprises... sum- 
mon four bombs before fighting 
the Keeper. Have three of them sit 
in the comer as usual, and bring 
one out to engage. Meanwhile, use 
your bow or cast meteor on the 
Keeper of Souls. Should all four 
bombs connect, the fight will be 
just about over. 


Ogre Warlord: 
This strong warrior throws 
shurikens at range—and most of 
the time, well, all of the time, 
ducking is out of the question. 
Warrior— Simply charge into the 
Warlord and then swing whatever 
weapon you have readied... 


Hide behind objects such as these mana crystals and use the lightning spell to 
make quick work of this necromancer. Unlike lightning, his spells cannot pass 
through the crystal. 
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A combination of lightning and slow will easily defeat the Barbaric Guardian. 
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The Keeper of Souls may provide an initial challenge, but he is an easy oppo- 
nent with the right tools. 


chances are he's already toppled 
over. Proceed to evade and charge 
the remaining ogres. Since none of 
them have ranged attacks, the 
process should be easy—just 

don’t let them hit you with 

their weapons. 

Wizard— There are a couple 
options available here. You can cast 
slow, hide behind pillars and cast 
lightning, or you can run in circles 
casting fireball. Either way, make 
sure to kill the Warlord immediately. 
His ranged attack is a serious threat 
to the frail wizard. Continue to flee, 
heal and return to combat until 
you've cleared out all the ogres. It 
may be a long process, but it is best 
to be cautious. 

Conjurer- It's a bit harder to 
use four bombs here, but you can 
summon them and have them 
guarding outside of the Warlord's 
hut. Then they will engage the 
approaching ogres. Take one 
bomb with you into the fight and 
cast meteor. Since the ogres clus- 
ter together, you'll do some hefty 
damage with a properly aimed 
meteor. As with the wizard, make 
sure you take out the Warlord first. 


Two Wizards 
These uglies are for the Warrior Class 
only. They are a pair of powerful 


wizards that appear late in the Tower 


of Illusion. 

These types of wizards appear 
multiple times in the later stages of 
the Tower of Illusion, so it is impor- 
tant that you know how to defeat 
them. Immediately use war cry when 
you spot the wizards, and follow up 
with a berserker charge. You'll want 
to have both comered immediately, 
and then pound away with a war 
hammer. One should perish quickly, 
and the other will be nearly dead by 
the time he is free. If you don't get 
them both cornered, make sure you 
are full health and chase down the 
second wizard. Harpoon will come in 
handy for solo targets. Since they 
can deal hefty damage, it's likely 
that you'll die the first time you 
encounter this pair of bosses, but 
you should be prepared for the sub- 
sequent encounters. 


Kylerean 

A fire-elemental demon awaits 
members of the wizard class only. It 
really helps to buy fire protection 
gear or spell enhancements before 


| entering fire and lava areas. 


Although he appears to be a 
formidable opponent, Kylerean is 
one of the easiest bosses if you are 
properly prepared. Wear any anti- 
fire equipment available and cast 
the fire protection spell before 
engaging. As long as you have fire 


CoL 


In the world of Nox, monsters 'punish' warriors by breaking their equipment... 


protection and a force field up, 
you'll be relatively safe from 
attack. Lightning is the offensive 
spell of choice here, so hide 
behind obstacles such as mana 
crystals and fire away at Kylerean. 
Also, have the Halberd readied so 
that you can kill the smaller ene- 
mies without wasting mana. 


you, use bombs and the usual 
compliment of offensive spells. 
Stun and fist of vengeance work 
well together. 


Stone Golems: 
These slow but powerful creatures 
tend to use melee attacks. 
Warrior— The best course of 
action here is to prove that you are 
the better warrior. Berserker into 
one of the golems and quickly 
smash him into bits with a war 
hammer. You should be able to kill 
one before the other is in range. 
Whether or not you manage this, 
immediately get out of the range 
of the golems. Your war hammer 
has the range advantage on the 
golems, so you can wait for them 
to approach, attack, and back off. 
Wizard— Combine slow and 
lightning to battle the golems. 
Keep your force field up and stay 
out of their range. As long as you 
are at a safe distance, any of your 
attack spells should work. If the 
golems hit you when unshielded, a 
single blow will slay you. 
Conjurer— By the time you've 
arrived here you should have the 
summon grizzly bear spell. Have 
two of them escorting you for the 
fight. The golems will probably 
ignore the grizzlies and chase after 
you, allowing your creatures to 
freely beat on the golems. Use а 
quiver of numbness and a cross- 
bow to shoot the golems from 
range. Cast slow if you don't have 
the quiver. Since you will deal 
approximately 100 damage with 
each shot, the golems should pose 
no threat. 


Necromancer 

This is yet a stronger version of the 
earlier Necromancer, and is the 
conjurer's main nemesis at 

this level. 

When you encounter the 
Necromancer, you'll probably 
have five to six soldiers escorting 
you. They'll immediately chase 
after the Necromancer; let them 
occupy the Necromancer while you 
target him with a bow. As long as 
the warriors are alive, the 
Necromancer will spend most of 


A crossbow with stunning or slow 
arrows will make quick work of the 
golems. Also have two grizzlies or 
other powerful summoned creatures 
with you. 


his time running їп circles, making 
it hard for bombs to target him. 
Since he tends to target the sol- 
diers, you should have no trouble 
shooting him from a short dis- 
tance. If you have no soldiers with 


Plate-clad Warriors 
These enemies are clad in, er, plate 


...As a powerful warrior can readily smash any opponent. 


(1) and wield heavy war hammers. 

Warrior— For melee, wield a 
confusion weapon or employ hit 
and run tactics. You can survive 
one or two hits, but it damages 
your armor. Dual chakrums or 
shurikens are best for dealing 
with these enemies. Since there 
are no more shops, fill your 
inventory with their plate and 
war hammers. 

Wizard— Cast confusion and hit 
them with fireballs. If you have a 
triple fireball staff, let them charge 
you and fire when they get close. 


H ports around. Whenever you spot 
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her, charge and engage with a war 
hammer, or pull her in with the 
harpoon. There are unlimited heal- 
ing potions, so this fight is really 
no problem. Take the portal to the 
center platform and step on the 
lit tiles to spawn new potions in 
the corners. 
Wizard Keep yourself spelled up 
with protections, haste, and force 
field. This is the hardest of the final 
fights, as there are lots of enemy 
mages in the area. Use the Halberd 
to kill the mages, and 
confuse/slow/fireball to fight 


your crossbow. Stunning arrows Hecubah. To save time, engage her 


work best. head on and don’t flee-simply 
quaff healing potions repeatedly. 
Hecubah You're not going to need them in 


After all you've been through, you 
might find that the final battle 
tends to be rather anticlimactic. 
Nonetheless, you want to take her 
out, if only to quell the voice acting. 
Warrior— A long game of cat and 
mouse. If you've looted multiple 
suits of plate from the previous 
chapter, you'll need them here. 
Hecubah constantly flees and tele- 


the future. 

Conjurer— Quite possibly the eas- 
iest boss in the game. Stun her with 
à spell or arrows, then cast fist of 
vengeance a few times. You could 
also use slow and confuse and fire 
your bow, but there isn't much rea- 
son. Game over. Satisfaction 
attained. Now try your hand at mul- 
tiplayer. —David Ryan Hunt 
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Charge one of these golems quickly, and with the proper weapon you'll be 
able to destroy it before the other is in range. 
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When on Arakna, this portal will take you to the spider queen. 


Revenant 


A Tourist’s Guide to Ahkuilon 


ADVENTURING. 


FIGHTING. QUESTING. 


FIGHTING. 


Hideous monsters. Fighting. Wondrous vacation 
spas. Fighting. Eidos Interactive’s Revenant has all 
this and...oh yeah! Fighting! Whether you’re having 
trouble making that date with Yhagoro or just want 
to enjoy the scenery along the way, the following 
suggestions cover everything the enterprising 
tourist needs to know about their stay in Ahkuilon. 


General Travel Tips 

Even when you're not fighting 
evil creatures, there's plenty to 
keep in mind. 


Organize your backpack: The 
miscellaneous shop in town car- 
ries extra bags, which can be 
used to sort food, armor, 
weapons, spell scrolls, and other 
items. Locke is very strong and 
has a very large back; he can 
easily carry several steers worth 
of meat, an entire farm worth of 
produce, different colored plate 
armor for each day of the week, 
and tankers full of healing 
potions. In other words, there is 
no limit to what can be carried, 
but finding what is needed can 
become tiresome if everything is 
chucked into one backpack. 


Assign hotkeys: The first four 
function keys can hold spells, the 
last eight, backpack items. Some 
consideration should be given to 
the accessibility of individual 
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keys. When in the heat of battle, 
reaching for certain keys should 
become instinctive, my prefer- 
ences are for the most used items 
to be tied to FI, F4, F5, F8, and 
F9; the position of these keys 
reduces errant key-presses. For 
continuity, keep similar spells or 
items in the same location 
throughout the game. Each spell 
level has logical upgrades to 
some spells before it, replacing 
the regular paralysis with mind 
paralysis would be a good exam- 
ple of consistency. As spell 
points and hit points increase, 
trade out the hot keys for the 
appropriate potions with more 
potent versions of the same item. 


Use the map: While decent as 
automaps go, the feature as 
implemented in Revenant does 
leave a lot to be desired. Still, it 
can be useful at times for identify- 
ing places you haven't yet been, 
and it is almost always desirable 
to fully explore each level. When 


Allow the shockwave from the spell to pass, then close and kill before the 
priest strikes again. 


To meet the spider god Soulifuge, seek out levers like this one to raise the gates. 


teleports back to the castle are 
encountered, check the map and 
make a note of their location, they 
make good reference points. 


Make use of the Castle Rapid 
Transit System: Teleportation 
portals are present on almost 
every level. Most levels will see 
Locke increasing a level or two, so 
take the opportunity to warp 
back to the castle. On a regular 
basis (about every other level 
Locke advances), the player 
should visit Jong to see if he will 
teach any additional moves. At 
this time, the player should refill 
on potions at the alchemist shop. 
Also worthwhile are visits to the 
armory and the weapons shop— 
you never know when a sword or 
suit of plate might appear that is 
better than your own. Sell old 
armor and weapons that are no 
longer needed; they don't break, 
so having spares around just 
clutters the backpack. If you have 
money left after visiting the 


shops, stop back at the alchemist 
and spend spend spend! Locke 
tends to become a potionholic; 
there is no such thing as too 
many potions. 


One quick word of advice: There 
is an anomaly in the game that 
causes Locke's weapon to retum 
to his backpack rather than his 
sheathe after training with Jong. 
If you don't remember to re- 
equip the weapon after training, 
Locke will find himself fighting 
the next battle barehanded! 


Walk, don't run: Running 
depletes fatigue with each step, 
and is exceptionally dangerous 
when turned "on" in combat. 
Locke will find himself out of. 
breath and unable to get his 
sword off the ground if in running 
mode. With the high rate of crea- 
ture spawning, it is very likely 
that attempting to тип from one 
critter will throw Locke into the 
waiting arms of another. Оп а 


[e] 


First, put the items in the vials, then onto these pedestals to open the gate. 


related note, poison will cause a 
steady drain of hit points. Do not 
allow this condition to persist. 
Cure Poison is a level one spell, 
and white potions are inexpen- 
sively obtained. 


Take everything that isn't nailed 
down: Most treasure will either 
appear on the ground after com- 
bat, or be enclosed in chests. Keep 
clicking on an open chest until it 
closes, indicating it is completely 
looted. Then leave the chest open; 
open chests are among the few 
persistent alterations a player can 
make on the game environment. A 
string of open chests serves the 
same purpose as a trail of bread 
crumbs, finding an open chest 
indicates the area has been visit- 
ed. This is an especially important 
consideration in the caves and the 
demon-realm, where many areas 
look alike. 


Save, save, save!: You really 
don't need to be told this, do 
you? At the very least, save after 
each level, and after each major 
encounter. Use your own level of 
tolerance for replaying the same 
segment to determine how often 
to save in the course of general 
adventuring. Revenant is com- 
pletely linear, so you need not 
worry about improper decisions 
leading to unpleasant results 
down the road. Therefore, the 
number of save games can be 
restricted to just a couple. Good 
thing, too. Late in the game, the 
save directories can exceed 4000 
files for each occupied slot! 


Jong's Rules of Combat 
Understanding the significance of 
the many statistical elements in the 
game is important to make sure 
Locke isn't the one dead (again) at 
the end of combat. Ability, equip- 


ment, and magic all play a critical 
role in success, enhanced by tacti- 
cal maneuvers taught by master 
Jong along the way. A combined- 
arms approach (in this case, magic 
and physical attacks) is the best 
way to a balanced increase of tal- 
ent and ability. 


Choose your weapon (and stick 
to it): Hand to hand combat, 
swords, bows, bludgeon (maces, 
clubs and morning stars), and 
axes comprise Locke's tools of 
ignorance. A word of advice is in 
order here—pick the sword! Hand 
to hand combat is mandatory 
exactly once. Bow combat is 
mandatory exactly once. That 
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When hallways all look the same, open chests can be your trail of bread 


crumbs. 


leaves sword, bludgeon, and axe 
as the most viable choices. Early 
on, spiked clubs will offer an 
attractive high combat value, but 
at most steps in the game, partic- 
ularly at the end, the ultimate 
weapon available is a sword. 
Development of the hand and bow 
skills is not really necessary to 
prevail when they are actually 
called upon. 


Keep one eye on the indicators: 
Hit points, of course, are the most 
critical; when they fall to zero, its 
time to recall the save game. If 
combat tactics call for a reliance on 
magic, the mana indicator must 
also remain high. In the interest of 


Note how the spells and potions are assigned for easy access. 
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a healthy body and healthy mind, 
it is good practice to keep healing, 
mana, and restoration potions at 
the ready (the latter recharges both 
health and mana at a slightly 
reduced cost and at the conve- 
nience of a single keystroke). There 
is no need to be wasteful, so don't 
use the higher strength enhanced 
or enchanted potions until Locke 
has enough hit points or mana 
points to benefit. 

While health and mana are rela- 
tively easy to manage, fatigue is far 
more insidious and tends to cause 
difficulty at the worst times. Spell 
casting, weapon use, and maneu- 
vers all drain from this statistic, and 
when it gets too low, Locke finds 
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Not all Ogroks should be dead Ogroks. The chef here will provide some useful 


information on the City of the Children. 


himself lethargic, unable to avoid 
oncoming attacks and feebly retali- 
ating with his own. Rest is the only 
cure for fatigue, and you should 
always be cognizant of how much 
oomph is left in Locke’s swing. 
There are several effective tactics to 
combat excessive fatigue: 
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Blocking: When two heavyweight | 
fighters square off, they seem to ! 
spend most of the fight in a defen- | 
sive stance or clenching the other ! 
fighter. Not only does this tactic | 
help prevent them from getting ! 
hurt, it helps them conserve energy | 
to unleash an attack when an 1 
opening presents itself. In ! 
Revenant, blocking is quite effec- 1 
tive against most conventional ! 
attacks. Simply assume the block- — ; 


ing stance, and when the oppo- 
nent’s fatigue bottoms out, strike 
before it can retaliate. Don't try this 
against magic attacks or ninjas. 


Back pedaling: Hit, retreat, 
repeat. Very effective against 
slower monsters. Locke will regain 
fatigue as he moves backwards. 
This option has the added benefit 
of creating space to launch some 
of the more exotic maneuvers 
taught by Master Jong. 


Use magic: The paralyze spell 
offers Locke time to sneak ina 
quick lunch before vanquishing 
his foe. With an immobile 
enemy, the mantra becomes 
hack, rest, repeat. 

Avoid multiple opponents: In 


Each Labyrinth level is color-coded to the crystal needed to release the gate. 
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Now this is опе stylin' suit of armor. 


most cases, a well-prepared 
Locke will not be threatened by a 
single adversary. When two or 
more foes engage simultaneously, 
the odds change dramatically. 
Locke can only block one enemy 
effectively, the other(s) getting a 
clean shot. Same goes with 
attack, although if he can man- 
age to effect a swing attack, mul- 
tiple enemies may be struck at 
once. Extra enemies seem to pin 
Locke, and in many cases distract 
his attention from a more dan- 


gerous enemy. 
Cautious adventuring can often 
allow the player to spot multiple 
foes before Locke gets close enough 
to activate them. When even only 
one monster is spotted, proceed 
slowly until a single unit activates, 
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then lure it away from any possible 
others. In this manner, many multi- 
creature combats can be dealt with 
one at a time. Another effective 
tactic is using area effect spells to 
kill or injure all enemies in the field 
of view. Finally, our old friend the 
paralyze spell will accommodate 
multiple enemies, allowing Locke a 
chance to hack them to pieces one 
ata time. 


Kill the summoners first: Some 
mages can teleport nasty critters 
into the fray, and some spiders 
can do the same. They can't sum- 
mon while dead or paralyzed. 
Near the end of the game the 
player will encounter mages that 
not only summon powerful ele- 
mentals, but make themselves 
invisible as well. When invisible, 
they cannot be harmed, but they 
still manage to summon more 
critters. They are, however, sus- 
ceptible to (you guessed it) the 
paralyze spell. If you are as 
annoyed by these summoners as | 
was, you too will simply paralyze 


| them and be on your way. 


Use combo moves: Jong didn't 
teach you these moves just so you 


j | could impress the ladies. There are 


two major effects of using these 
moves. The first is a chance to 
knock the opponent off balance. A 
prone enemy cannot retaliate, so 
knock it down and pounce for the 


| kill. The second seems to be an 


economy of force. For the fatigue 
cost of a single attack, you get a 
bonus kick, elbow, or jab which 
adds to the damage done. 


Fancy footwork: Monks and nin- 
jas will attempt combo attacks of 
their own against Locke. Dragons, 
demons, and lesser mages will 
breathe or cast targeted spells 
that can be avoided by keeping 


c30 


in constant motion. Circle such 
enemies to prevent them from 
getting a lock on Locke's loca- 
tion. After they breathe or cast, 
hit them with a combo move then 
back off and keep circling. Side 
step the more athletic enemies 
and time your attack to hit them 
when they come to rest. 


Harvest the countryside if needed: 
A large stock of healing and mana 
potions can render Locke virtually 
immortal. On occasion, however, the 
road ahead might be blocked by 
critters with the capacity to reduce 
your reserves faster than their pelts 
compensate. The countryside 
around the town is filled with 
enough virtual livestock to recharge 
those potion tanks in no time. 


Exploit the game system: Okay, 
this is a less than honorable means 
of completing the game, but its 
effectiveness can't be argued. To 
properly enjoy the game, | strongly 
urge experimenting with various 
battle tactics and spells. But the 
marquis encounters seem to 
encourage ill-mannered behavior, 
so it shall be discussed here. Fact: 
all but the marquis creatures are 
susceptible to the paralyze spell. 
Cast, hack, repeat if necessary. Sell 
the remains for more healing and 
mana potions. As for the marquis 
creatures, all but one can be 
patiently dealt with by keeping one 
finger on a hot-key containing a 
heal potion, and the other on your 
chosen method of attack. These 
creatures never heal, it's just a mat- 
ter of time before they are reduced 
to a quivering puddle of goo. 


Don't forget the hats, gloves, 
and skivvies: Depending on how 
fair you decide to fight, armor 


There is no such thing as the wrong path. Each teleport will take Locke some- 
place worthwhile and back again. 


The crystals are cleverly hidden in these giant skulls. 


may be important or may be irrel- 
evant. While some may have resis- 
tances to heat, cold, or magic, at 
no point does it feel as if these 
bonuses have a substantial effect 
on the outcome of a given battle. 
Armor that reduces agility is prob- 
ably not desirable—go with a more 
flexible, less protective suit if nec- 
essary. Don't waste your money 
buying from Cronus the Armorer 
(but sell all those extra suits you 
find laying about). Almost every 
time I splurged on his latest and 
greatest, | found something better 
in the very next chest opened. For 
the price of a full suit of decent 
plate, you can buy another tanker 


truck full of healing potions that 
will more than offset the added 
injury sustained in battle. 


The Essential 

Guide to Ahkuilon 

The high frequency of spawning 
in Revenant can be a boon if 
Locke is looking to harvest gold or 
experience. It can also be a real 
drag if he must retrace his steps 
several levels because he unknow- 
ingly passed up a key or some 
mystical doodad that is needed to 
move forward. The remainder of 
this article will cover key encoun- 
ters and point out essential items 
that need to be recovered. 
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Castle, town, and woods 
Repeat after me: finder's keepers. 
What's mine is mine and what's 
yours is mine. Loot the castle and 
village for anything that isn't 
nailed down. Your reputation 
can't really get any worse, and 
stealing from those who would 
help does not appear to have any 
ill effects. Some of the chests and 
doors cannot be opened (or at 
least cannot be opened until the 
proper keys are found), skip those. 

While wandering about the for- 
est, keep an eye open for trees 
containing knotholes. The hyper, 
monkey-like Druhg put all manner 
of shiny things (gold) and food 


Spells such as Immortal Might sure can help Locke's self esteem. 
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Uh oh, here comes Yhargoro! 


into these holes. Spiders are plen- 
tiful around the town—assign a 
Cure Poison spell to a hot key, it 
will provide ample opportunity to 
increase the spell casting skill 
along the way. 

Locke’s primary order of busi- 
ness in the first third of the game 
is to gain entrance to the caves 
that lead to the other side of 
Ahkuilon. After speaking with the 
townsfolk, Locke will discover that 
e needs to head to the Druhg 
camp and free a man named 
jason, who will in tum provide a 
ey to the Ancient Tower, from 
where Locke obtains a diamond 
ring to return to the down-and- 
out seaman Gus. Gus will then take 
him to Arakna Island, where he 
recovers the Amulet of Rogoss, 
needed to pass through the Ogrok 
ort and finally into the caves. 

There are three major encoun- 
ters of note. The diamond ring is 
obtained by killing a dragon, a 
formidable foe for Locke at this 
stage of the game. A good supply 
of healing potions and some fast 
footwork to sidestep the lethal 
lizard breath should win the day 
on this encounter. The spider 
queen is inclined to summon 
creepy crawly allies to help when 
engaged, so hit her hard with a 
running attack to knock her off 
balance, then don't relent. Finally, 
the Ogrok champion must be 
defeated in hand-to-hand com- 
bat. Locke can prepare for this by 


fighting barehanded in the coun- 
tryside for a time, raising his 
hand-to-hand combat skill. Or he 
can simply pack enough healing 
potions and wear down the cham- 
pion with a barrage of slaps, 
pokes, and head-butts. 

Most of the necessary items in 
this initial part of the game are 
immediately required for the next 
step and are obtained following 
the marquis encounters. A num- 
ber of other useful items can be 
gathered during this stage of the 
game. The Emerald Ring (*30 
poison resistance) is obtained 
after placing the rose on the 
crypt of Styxx in the cemetery. 
Lockpicks, found among the 
dragon's treasure, are needed to 
open a number of doors and 
chests along the way. The sword, 
Tulwar, can be found in a chest 
on Arakna, and is the most pow- 
erful weapon available at this 
juncture. The Ranger sword, bet- 
ter still, is found in a chest after 
defeating the Ogrok champion. 
Also contained in a chest in the 
Ogrok camp is a Ring of 
Regeneration, a most useful trin- 
ket that will cut down significant- 
ly on trips back to town. One crit- 
ical encounter that should be 
made early is to visit the sorcerer 
Olihoot in his dwelling southeast 
of the town. After some discus- 
sion, Olihoot will give Locke the 
Sky talisman, one of the impor- 
tant spell-casting runes. 


PO DEN ATION 
Red Lesser heal 250 +100 health 

Light Purple Lesser mana 250 +100 mana 

Brown Lesser restoration 450 +100 health and mana 
Gold Greater heal 900 +400 health 

Dark Purple Greater mana 900 +400 mana 

Orange Greater restoration 1750 +400 health and mana 
Green Enchanted heal 1500 +800 health 

Blue Enchanted mana 1500 +800 mana 

Teal Enchanted restoration 2750 *800 health and mana 
White Cure Poison 100 Cures poison condition 


Combat against multiple opponents should be avoided. Luckily, these zom- 


bies pose little real threat to Locke. 


The Caves 

When Locke finally enters the 
caves, he is visited by Olihoot, who 
after some more dialogue coughs 
up the Sun talisman. Five distinct 
levels of caves lead to an 
encounter with perhaps the most 
difficult creature in the game, the 
jumping spider Soulifuge. Along 
the way, Locke will be entertained 
by a number of scrolls document- 
ing the exploits of a failed team of 
adventurers. While some cave lev- 
els offer more in terms of advanc- 
ing the plot than others, thorough 
exploration will help insure Locke 
is properly equipped and at an 
appropriate level to deal with 
important areas ahead. 

The first level of caves is pretty 
straightforward. Chests contain a 
suit of red scale armor, slightly 
better than the latest offerings in 
town, so don't waste your money. 
One of the passages leads to a 
dragon, which should offer less a 
challenge now than the Tower 
dragon did earlier. A ubiquitous 
portal back to the castle stands 
near the entrance to this level— 
stock up on potions if necessary. 
Don't forget to re-equip Locke's 
sword if still unarmed following the 
battle with the Ogrok champion. 

The second level has Locke 
climbing some underground moun- 
tains. Among the items that can be 
gathered on this level are a suit of 
silver scale armor and an Amulet of 
Thunderbolts (+10 damage on 
attack). No other items of critical 
importance are to be found here. 

The next level finds Locke in 
some large caverns marked by 
the carcass of a dead giant worm. 
Searching this level, he will find a 
scroll of level 4 spells. This level 
has a number of ninja-types and 
spell casters. Be careful, as it is 
possible to activate both simulta- 
neously, а very difficult combina- 


tion to face. One unusual puzzle 
on this level involves a teleport- 
like device atop a pedestal. Locke 
should have picked up a bottle of 
spores by this point; use the 
spores on this device, then follow 
the fungal staircase to the previ- 
ously unreachable treasure chest. 

The fourth level is a maze, 
made difficult by a lack of natural 
lighting. Locke obtains a torch 
upon entering this level, which 
certainly helps. Check your map 
frequently to spy missed passages 
and ensure that you are not wan- 
dering in circles. Spider queens, 
armed with bows and the capacity 
to teleport little red spiders into 
the fray, are somewhat common 
here and are the most bothersome 
foe. No other items of note are to 
be gained from this level; once 
you find the way out, take it. 

The fifth and final level of caves 
climaxes with an encounter 
against the first (and arguably 
most difficult) of the game’s 
megafauna, the spider god 
Soulifuge. Five switches on this 
level must be thrown to allow 
access to the giant arachnid’s 
chamber. Monsters in this portion 
of the cave appear to be quite 
sociable—ninjas, priests, and spi- 
der queens will often be found in 
groups of three, so be careful and 
save often. Search all of the chests 
along the way when opening the 
gates, as one of them contains ice 
arrows. When the gates have all 
been raised, proceed into 
Soulifuge’s chamber, keeping 
tight to the wall until coming 
upon one more chest containing a 
bow. At this point, practice 
switching combat modes from 
bow to sword and back again; 
when the technique is mastered, 
proceed forward and face the spi- 
der god. Shoot an ice arrow, which 
will freeze the creature for several 
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seconds, at which point you can 
draw Locke's sword and begin 
hacking away. Repeat until spider 
is reduced to quivering mass of 
goo. Should Soulifuge be allowed 
time to maneuver, it will leap into 
the air, raining down a shower of 
pesky little spiders to distract 
Locke. Soulifuge is not available to 
receive damage until it lands. 


The Crypts and Ruins 

Exiting from the caves after defeat- 
ing Soulifuge, you're treated to а 
full motion video containing mem- 
ories from Locke's past life. 
Afterwards, Locke is visited by 
Andria's spirit, who encourages 
him to hurry and presents a sacrifi- 
cial dagger needed to continue. 
One of the chests in this area con- 
tains a scroll describing level 5 
spells. Sardok meets Locke before 
entering the ruins, and encourages 
him to return to the castle to speak 
with him and Tendrick, an 
exchange that is little more than а 
status report. 

The next level is an undead- 
infested ruined city. To exit, Locke 
must locate a number of items 
and combine them with empty 
vials to open the portal to the 
next level. These items are com- 
prised of: a skeleton bone, acid, 
holy water, a blue flower, a root, 
and a Issathi claw. Other items of 
note are the Valkyrie sword and 
the Arcane ring (+10 spell dam- 
age, plus stores 250 mana). 

Locke now descends into a 
dungeon. The first level contains 
several important magic items: 
the Ward talisman and a scroll of 
level 6 spells. Several suits of 
armor are also among the trea- 
sures to be gained. This level exits 
into the City of the Children, 
where Locke has the opportunity 
to converse with several inhabi- 


Home is always just a teleport away. 


tants. The most critical of these | 
encounters is the traitor priest, | 
who provides Locke with the Law | 
talisman. Be sure to thoroughly. [ 
loot all chests in this area. | 

Next, Locke finds himself facing — ! 
a large, underground pyramid. | 
Before embarking on the long | 
winding тога to the top, make sure | 
that both the Wyrmm key and. | 
Dragon eye pendant have been | 
obtained. The path to the top is | 
narrow and is infested with ninja, — ! 
so having the paralyze spell at the ! 
ready helps greatly when ascend- — 
ing the pyramid. | 

Teleporting from the top of the | 
pyramid, Locke will find himself | 
face to face with one of Yhagoro's ! 
henchmen, Sabu. After a brief dia — | 
log, Sabu teleports out of the тоот, | 
and the chase is on. Along the way, | 
two keys must be recovered from i 
chests, as well as the level 7 spell | 
scroll. Sabu willappearatinoppor- | 
tune times, teleporting nuisance Н 
creatures into the room with Locke, | 
or teleporting Locke himself into. | 
other areas. Eventually, Locke will — | 
meet Horatio, who gives him a i 
Wolfsbane pendant to protect him | 
against Sabu's magic. i 

Exiting this level, Locke finds | 
himself in the slave camp, where, i 
after killing the guards, he can ! 
speak with the Druhg laborers. | 
Locke will eventually come upon a ! 
female Druhg named Shegra, who — | 
offers assistance against Sabu in i 
exchange for amorous attentions. ! 
Revolted though he might be, Locke | 
acquiesces, and receives a poison ! 
dagger that kills Sabu in anensu- ! 
ing cut scene. Locke then retrieves ! 
the Gothic key, and can exit the r 
slave camp to the Nahkranoth level. i 

Upon entering the Nahkranoth — | 
lair, Locke is confronted by the І 
second оў Yhagoro's buddies, the ! 
mage Jahga. A protracted battle is ! 
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fought, but assuming Locke's 
potion reserve holds out, it is not a 
particularly difficult fight. After 
defeating Jahga, Locke recovers the 
Nahkranoth armor and jewel, 
which fuses itself to Locke. Be sure 
to obtain the level 8 mage scroll 
first. Locke is then teleported back 
to Olihoot's home, where he is tele- 
ported back to the castle. After 
making the normal rounds through 
town, Locke heads back to Sardok 
where he is teleported to the 


ı Labyrinth to do battle with 


Yhagoro himself. 


The Labyrinth 

The Labyrinth is a series of plat- 
forms, connected by catwalks. 

Each level emanates a different 
color, and the objective on each 
level is the same: locate a colored 
crystal and place it on the big blue 
dot. Iteration of each raises another 
gate on the final level. When all are 
completed, Locke faces Yhagoro for 
the final encounter. 

Along the way, Locke will locate 
the three pieces of the sword 
Angsaar. The most powerful sword 
in the game, this weapon will take 
some of the tedium away from the 
process of hacking the demonic 
cult leader into a possessed, quiv- 
ering pile of goo. Other useful 


' items include the Death talisman, 
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and spell scrolls for level 9 and 10. 
The Worm Tooth Necklace, which 
augments strength and damage, is 
a useful trinket. Items that supple- 
ment mana and magic power are 
of little value in the final battle, 
whereas strength and damage 
become very important. 

Travel through the Labyrinth is 
fraught with numerous, powerful 
adversaries. Dragons are common, 
and priests who not only summon 
powerful allies but also render 
themselves invisible are among the 
more dangerous foes Locke will 
face. Repeated use of the paralysis 
spell takes the edge off these crea- 
tures. The priests seem to be most 
bothersome, their invisibility ren- 
dering them temporarily immune 
to attack. Paralyze them and be on 
your way. Demons are quick and 
have fire spells that keep Locke off 
balance; if you close quickly, the 
advantage turns to Locke. 

The final battle with Yhagoro is 
somewhat disappointing. No new 
tactics are required, patience and 
potions will wear him down. His 
attacks are powerful, so remember 
to drink enchanted healing potions 
when Locke’s hitpoints fall below 
500. As a matter of reference, | was 
at level 29, and had about 1500 hit 
points when Yhagoro was defeat- 
ed. Good luck! —Jeff Vitous 
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Despite the assortment of skills available, Invoke and Sword are 


. 0002 anni 


C33 


cheats 


Sammy Sosa 
High Heat 


Baseball 


ONE OF THE THINGS THAT HELP MAKE HIGH HEAT 
Baseball such a wonderful game is the amount of 
flexibility that it gives the player. Unfortunately, if 
you have yet to take a peek inside your root High 
Heat directory, there is a good chance that all of this 
flexibility will be overlooked. 3DO failed to include 
any documentation on how to use the game’s “tune 
file.” In fact, there is no mention of this file in the 


game manual whatsoever. 


The tune file (called tune. txt) 
does exactly what its name 
implies. It tunes and tweaks the 
gameplay to help satisfy each 
individual user. Everyone has his 
or her own idea of how a baseball 
game should play—whether it be a 
realistic portrayal of the sport or 
just a modification that makes the 
game more difficult. The tune file 
has that kind of power. 

But what does it all mean? Some 
of the tune entries are self-explana- 
tory (running speed, etc.) but oth- 
ers are a bit confusing or downright 
misleading. We'll take a look at the 
obscure variables of the tune file 
and how you can edit them to meet 
your own personal needs. 


Trades and Park Effects 

The trade Al is one of the areas in 
which High Heat 2001 could use 
some improvement. And while 
there is no way to truly fix it, the 
tune file can help a bit. The 
"human trade min" variable 
affects trading in the following 
manner according to 3DO's Jason 
Ray, "It clouds the CPU's judg- 
ment when it seeks a trade with a. 
human player. You can change 
this value to make the computer 
less greedy (so to speak) or make 
it even stingier than it currently. 
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is. Following that logic, human 
teams will receive trade offers 
more often if this value is 
decreased; conversely, they will 
receive fewer offers from CPU 
teams if the value is raised." By 
tweaking this value one can come 
up with a decent number of CPU 
proposed trades—it all depends 
on your personal tastes. By 
increasing the human trade min 
value to .15, the CPU has yet to 
make an offer that was out of the 
question. In fact, the Al appeared 
to get a bit better. 

The "Park Effects" setting is one 
of the most important settings 
within the tune file. It's also the 
only value that affects how simu- 
lated games are played out. (Keep 
this in mind; the other tune set- 
tings only affect games that you 
actually play). The stat model in 
High Heat 2001 is, for the most 
part, fairly accurate. That is until 
you begin to simulate a few sea- 
sons and then the number of dou- 
bles hit gets a bit out off hand. 
Larry Walker is good, but 80 dou- 
bles in one season is a tad over the 
top. Team doubles are also inflat- 
ed. The problem is with the park 
effects. Parks like Coors Field in 
Colorado make average hitters look 
like gods, and while this is true to a 


Bumping up the speed ratios of the pitches will make even the most grizzled 


veteran miss a good heater. 


By adjusting the hitting variables 
you can produce a wider assort- 
ment of hits, like this flare off the 
end of the bat. 


point it's a bit overdone in High 
Heat. If you set the park effects to 2 
(neutral) it helps tone things 
down. If you want to go back to 
when pitching dominated base- 
ball, set this to 3. This makes every 
park in the game a “pitcher’s park” 
and the simulated stats will reveal 
this. If you want the game to play 
like baseball was played back in 
the mid 1970s—use this setting. 
One of the best ways in which to 
get good stats is to sim half of the 
season with the effects set to 2, and 
the other half set to 3. This way you 
get the best of both worlds. 


Friction and Bounce 

Friction and bounce are two set- 
tings that were left out of High 
Heat 2000's tune file. These new 
values can have a dramatic impact 
on gameplay. By increasing fric- 
tion, you can simulate tall grass. 
By lowering this setting from the 
default value you can simulate 
short grass that has hard time in 
slowing down hot grounders. The 
same goes for bounce. If you want 
the ball to take really big hops on 
Astroturf simply boost this value a 
few points. 

We increased friction dramati- 
cally in our own tune file adjust- 
ments. One of the gameplay prob- 
lems in High Heat is that the ball 
simply reaches the outfielders too 
quickly, making it difficult to score 
а runner from second base on a run 
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Be careful when playing with the 
running logic. You don’t want the 
runners to take too many risks. This 
guy was dead-meat. 


of the mill base hit. By bumping up 
the friction factor on both grass 
and turf you can at least make the 
outfielders chase base hits so as to 
give runners a head start in 
advancing. Don't make friction too 
high or the ball will never make it 
out of the infield! The best thing to 
do is to experiment. 


Hitting and 

Pitching Variables 

Hitting is one of the toughest 
things to get down when one first 
starts playing High Heat Baseball. 
After a while, however, you may 
notice that the ball is a bit 
"juiced." There is a reason for this 
and the better you get at playing 
the game the more you will want 
to tweak the hitting variables. 

The first variable to look at is 
"base contact." This is a basic hit- 
ting bonus that both human and 
CPU batters receive. Jason Ray tells 
us, "It's a lot like adding free 
points directly to the batting aver- 
age of the hitter. Adjusting this 
can make getting hits really easy, 
or very difficult." To put this into 
perspective, we set this value to 
0.12 for both human and CPU 
teams to help reduce the number 
of home runs in the game. 

The next area to look at is the 
bat size and the size of the bat's 
sweet spot. 

"Bat max length" is simply the 
length of the bat. "Bat max good 
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length" and "bat max good height 
zones" define the sweet spot of the 
bat—the area that smacks the hell 
out of the ball, basically. If you are 
finding that there are too many 
power shots in your games, simply 
lower the area of the sweet spot 
along with tuning the base contact 
value. Problem solved. 

"Bonus carryover" and "bat 
side diff" both affect hitting, as 
well. Bonus carryover puts even 
more zip in the ball. Jason Ray 
explains, "It has the ability to 
make the game more 'arcady' by 
putting some juice into the ball. 

It rewards good swings with good 
results, but the reverse is also 
true. So pumping up this number 
rewards the good players, and 
can hurt the bad players. This is 
one of those 'secret recipe' type 
values. If there's a reason why 
MVP (level) is so hard, it's 
because the bonus carryover value 
is set to 0.00. This does not 
affect CPU hitters." 

Bat side diff is a variable that 
affects the ability to hit the ball 
when you aim with the gamepad. 
It affects the lateral position of the 
"sweet spot" on inside and out- 
side swings. So a swing to the 
outside results in poor contact if 
the pitch is inside or over the mid- 
dle, etc. If you lower this value 
you'll make hitting the ball that 
much more difficult. 

Pitching can also be tweaked in 
the tune file. By adjusting the 
"pitch speed ratios" you can make 
each pitch look slower or faster 
depending on your own personal 
preferences. If you want to make a 
95MPH fastball really smoke, 
bump the "pitch speed ratio fast- 
ball" to around 0.80. Good luck 
on catching up to Pedro's heat if 
you set it that high! 

Control is another area that is 
important to take a look at—you 
can drastically alter the control of 
human and CPU pitchers by 
adjusting the "pitcher control" 
settings. (We set these to around. 
0.68 for both human and CPU.) If 
you feel that there are not enough 
walks given up by pitchers—lower 
these values accordingly. 


Running Logic 

Baserunning is downright difficult 
to nail down in a baseball game. 
You want the runners to take 
chances, but at the same time not 
act like virtual idiots in the 
process. This is where the "fuzzy 
logic" variables come into play. 
There are two fuzzy logic settings: 
runner fuzzy time low and runner 
fuzzy time high. By playing with 
these settings you can make the 
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runners appear more aggressive 
or more conservative. Jason 
explains, “The CPU runners know 
just how long it takes to get from 
one base to another, and just how 
long it would take for a fielder to 
throw the ball to his target, so 
they should be able to run the 
bases with 100% accuracy, right? 
Well, that’s no fun. The “fuzzy” 
values add aggressiveness to the 
runners. The lower (into negative 
numbers) you set the “fuzzy,” the 
more aggressive the base runners 
will be. Setting it too low will 
result in too many baserunning 
errors, so this is a delicate device. 
The high fuzzy value represents 
the computer runners in their 
most conservative state, while the 
low fuzzy represents the base run- 
ner in his most aggressive state. 
In the game itself, when it comes 
down to decision time, the num- 
ber actually used is randomly 
determined between those two 
values. A value of zero means 
ultimate conservatism.” Edit the 
fuzzy logic at your own risk! You 
can really make the runners look 
stupid if you drastically alter 
these settings. 


Managing your Tune Files 

If you plan on delving into editing 
and tweaking the tune file one 
thing is certain—you are gong to 
have several versions and may 
even download user-made tune 
files to test what other folks have 
come up with. Managing all of 
these files is a real pain. We 
strongly suggest downloading 
Tony Badger's TuneEdit program 
at members.xoom.com/BadgerSoft. 
This is an essential program for tune 
file manipulation—and it’s free. 


It all boils down to this 
There is no “perfect” tune file. 
Baseball fans each have their own 
ideas on how the game should 
look and play. We barely 
scratched the surface as to what 
the tune file can do—we did not 
even discuss such items as batter's 
box delay, running speed, throw- 
ing strength, etc. The best advice 
that we can give is to dig in there 
and start experimenting if you 
find High Heat's gameplay to seem 
a bit “off.” Some folks are com- 
pletely happy with the default 
tune settings, but if you aren’t 
don't be afraid to get in there and 
tinker. If you'd like to get a copy 
of the tune file that we use in our 
league or discuss what some of the 
other variables do, drop me a line 
at wabner@cdmag.com. Just get 
ready for some serious heat from 
that fastball! —William Abner 


Omar Daal can’t find the plate! Editing the pitching control setting is a sure 
fire way to produce more walks. 


Curent Tune 


The author of the tune fie. 
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is a must for all tune file gurus. 


The ball is flat out juiced in High Heat Baseball. If you want to lower the 
number of power shots, adjusting the hitting variables is your best bet. 
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British overwhelm American flank at Brandywine (A), while Howe drives two 
battalions in column towards a rear objective (B). 


Horse & Musket 
The Prussian Way 


BOKU STRATEGY GAMES’ HORSE & MUSKET EXPANDS 
the scope of their veteran Dragoon system to 
encompass the entire 18th Century. Beginning with 
the likes of Sweden's Charles XII and England's Duke 
of Marlborough, Horse & Musket spans the century 
up to America’s Revolutionary War. While troop 
compositions may provide a different look and feel 
for various national armies, the principles of success 
remain consistent throughout the scenarios. 


The maneuver successful, American troops are disorganized and scattered 
(A) while Howe successfully occupies the objective (B). 


French cavalry is poised to fill the gap between two towns. There is just enough 


room along the road to the north to position a few English cavalry units. 


* JUNE 2000 


* COMPUTER GAMES 


One of the century’s most promi- 
nent figures, Frederick the Great 
of Prussia, issued general instruc- 
tions to his infantry and cavalry 
officers dictating a wide assort- 
ment of standard operating pro- 
cedures ranging from forage to 
the appropriate moment to launch 
a cavalry charge. The following are 
some of Old Fritz’s tenants, and 
how they might be applied in pur- 
suit of victory in Horse & Musket. 


The knowledge of a country is to 
be attained in two ways; the 
first (and that with which we 
ought to begin) is, by a careful 
and studious examination of a 
map of the country which is 
intended to be the scene of war, 
and by marking on it very dis- 
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tinctly the names of all the 
rivers, towns, and mountains 
that are of any consequence. 

In addition, note any large forests 
on the map, particularly on the 
flanks. Cavalry, which is most often 
deployed on the flanks, is unable 
to traverse cities or forests in line 
formation. If on defense, terrain 
can be used to restrict the front. On 
offense, it can be important to plot 
an axis of attack that preserves fir- 
ing lanes for artillery while at the 
same time bypassing enemy 
strongholds and towns. Keep an 
eye open for high ground that sur- 
veys the battlefield—this might be 
the ideal location for artillery units. 


The nature of the country and the 
position of the enemy should be 
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Meat Grinder 101, or How Not to Assault an Enemy Held Town. Infantry occu- 
pying each town is stacked with artillery. Better approaches (A & B) out-flank 
the towns, which can then be attacked from the rear. 


perfectly well understood prior to 
the formation of any plan. 

For better or worse, fog-of-war is 
not a concept embraced by Horse 
& Musket. Enemy units and move- 
ments can be identified in detail, 
and you enjoy a satellite view of 
the entire battle. While this may 
render ineffective feints such as 
Frederick's diversionary attack at 
Leuthen, it does allow greater con- 
fidence in plotting grand strategy. 
Are there any mismatches that can 


be exploited? Infantry opposing 
cavalry? Flanks that can be 
turned? Success in Horse & Musket 
depends in part on bringing the 
most muskets to bear while mini- 
mizing exposure to return fire. 


Another stratagem of war is, to 
show to the enemy a front of very 
great extent, and if he mistakes a 
false attack for a real one, he will 
inevitably be defeated. 

Attacking a solid, fixed line in 
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a heap of horsemeat (C). Note the infantry square (D), assumed automatically 


when the cavalry moved adjacent. 


Horse & Musket can be a difficult 
task. Such lines are often studded 
with artillery, so friendly units can 
be exposed to several rounds of 
debilitating fire before they close 
to melee range. Add in a measure 
of disruption from the move and 
sometimes devastating defensive 
fire, and friendly battalions may 
break without firing a shot. 

The AI often stays put, placing 
the burden of the assault on you. 
In this case, it is often prudent for 
you to take a steady approach, 
maintaining a line and recovering 
disruption every step of the way. 


Keep an eye on objectives and the | 


time needed to procure them; the 
shortest path is often not the 
best. It is really only important to 
have the line assembled at the 
point of contact; sometimes a 
piecemeal approach can trigger 
an ill-advised response from the 
silicon adversary (don't try this 
against real players, folks). 
During one particular battle, 
infantry rushed seemingly hap- 
hazardly to screen a cavalry 
advance along the southern edge 
of the map. This triggered a 
charge by the enemy cavalry 
against the infantry, which in 
turn had its flank charged by the 
cavalry being screened. The 
enemy cavalry was completely. 
routed in the ensuing exchange. 


Our cavalry, being designed to 
act with velocity, can only be 
made use of on a plain, whereas 
the infantry may be employed in 
every possible variety of 
ground. Their fire is for defense, 
and their bayonet for attack. 
Understanding the proper use of 
various troop types will help 
reduce casualties and increase the 
likelihood of success. While 
morale, nationality, size, and 
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sub-unit type (/.е., Hussars and 
dragoons) can combine to create 
a variety of units with unique 
properties, basic types and their 
employment are fewer in number. 

Cavalry is at its best in open 
ground, and generally against 
other cavalry. Regular infantry will 
form a square when approached 
by a cavalry unit (even from 
behind). Approaching artillery 
head-on is suicide, although it 
may be overrun from the flank or 
rear. Massacre of routing troops is 
a favorite pastime of cavalry dat- 
ing back several millennia. 

Infantry, of course, is the back- 
bone of the army. Consider the 
nationality of the troops (English 
and Prussian are the best) and 
their quality (green through elite). 
Factor in morale, and some bat- 
talions are killing machines while 
others can’t seem to even shoot 
themselves in the foot. You have 
some control over the condition of 
troops being sent into the fray; 
disruption and morale can and 
should be maximized before sub- 
jecting troops to direct fire. 

Light Infantry are handled sep- 
arately from regular, line infantry. 
Useful for harassing enemy move- 
ments, Light Infantry both inflicts 
and suffers fewer casualties. They 
also tend to suffer less disruption, 
and can often be maneuvered into 
flanking or rear positions. While 
they are the most effective troop- 
type when closing with artillery 
units, their inability to conduct 
melee makes them less suitable for 
taking out these deadly units. 

Artillery is the only ranged-fire 
unit in Horse & Musket. Used in the 
Bombardment Phase, it can soften 
up enemy positions somewhat. 
Number of guns and nationality 
have the most effect on bombard- 
ment results, which range from no 
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The Americans have occupied the high ground and аге in good defensive position 
(A). A forward skirmish line (B) with light infantry preserves artillery firing lanes. 
While the left side of the skirmish line (C) may appear to be the path of least resis- 
tance, (D) is the best spot for the British to assault the main American position. 


effect to a moderate percentage. 
It’s no wonder Frederick disdained 
siege warfare—reducing an enemy 
position on artillery alone is an 
inefficient use of time. Where 
artillery really shines is during 
defensive fire on any unit foolish 
enough to place itself within the fir- 
ing arc. Double-deadly is artillery 
stacked with infantry—the artillery 
cannot be explicitly attacked while 
other units are present in its hex. 


It should ever be an officer's 
design to fatigue and harass the 
enemy's horse, by drawing them 
on to soft ground where the 
heavy cavalry readily sink, and 
obliging them to a variety of 
maneuvers, with a view of throw- 
ing them into disorder. If he carry 
this point, his success is certain. 
Disorder is the key, not for just cav- 
alry but infantry as well. Disrupted 
units fire at reduced capacity, and 
the lower the morale, the greater 
the chance the unit will break. 
Broken units exert no zones of con- 
trol, and cannot be controlled by 
the player. Rallied units assume line 
formation, and usually require dis- 
ruption recovery before changing 
back to line. Units are very vulnera- 
ble to attack at this time; if possi- 
ble, use intact troops to cover the 
routing units, and rally when they 
have retreated a safe distance. 

On occasion, troops will flee the 
wrong way. The rally radius of a 
leader is not affected by interven- 
ing units or zones of control; it is 
possible at times to rally a unit 
behind enemy lines that can later 
be used to harass units or occupy 
otherwise unreachable objectives. 
Perhaps not the most honorable 
way to win a battle, but sometime 
it is necessary to take the sneaky 
tricks wherever you can find them. 


| Another stratagem of war is, to 


show to the enemy a front of very 
great extent, and if he mistakes a 
false attack for a real one, he will 
inevitably be defeated. 

The beginning of each scenario 
finds the armies in their best 
possible condition. Sometimes, 
one side occupies all of the 
objectives and is often best left 
alone, moving units only to 
maintain the integrity of the line. 
Meeting engagements where 
both sides attempt to occupy 
central objectives often are 
decided by which army retains 
its integrity the longest, not who 
gets the flag first. Extending a 
line beyond the means for the 
opponent to match will result in 
fractures, allowing multiple units 
to be brought to bear. This is the 
beginning of the all-important 
breach; reinforce the break- 
through, but be prepared to 
exploit other opportunities that 
may arise. In time, many battles 
degenerate into apparent chaos. 
The victorious player will force 
the issue at this point. 


1 have no wish to recite here the 
almost infinite list of strata- 
gems, for they have all the 
same end in view, which is, to 
oblige the enemy to make 
unnecessary marches in favor 
of our own designs. 

If you must march, do so in col- 
umn, it is far less disruptive (just 
remember to deploy to line 
before NEE] the enemy). 
There are no 18" century analo- 
gies to Panzer divisions; take your 
time advancing and remember to 
recover disruption every step of 
the way. He who moves the most 
suffers the most disruption; make 
your marches purposeful, your 
strategy sound, and you will 
carry the day. —Jeff Vitous 
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Die Hard Trilogy 2 


If you're unfortunate enough to have purchased this game, you may 
want to use these cheats to ruin the game as quickly as possible. To 
use codes, pause the game then type them at the menu: 


All Modes 
God mode 
Fogging on/off 
Move camera 


Sharpshooting Mode 
All weapons 
Unlimited ammo 
Autoreload on/off 
Autofire on/off 
Enemies are slower 
Rockets are slower 


City Guard #3 


Driving Mode 
No clipping 
Unlimited nitro 
Toggle timelimit 
Drive faster 
Snow 
Drive only with tires 


Majesty 
While playing the game, press Enter and type the following codes: 
Action/Adventure Mode 


All weapons 
Unlimited ammo 


Win the game 
Lose the game 
Add 10,000 gold 


Reveal map Freeze enemies 
All buildings available [ Toggle auto targeting 
All spells available | Toggle laser targeting 
Remove spell range limit | No clipping 
Restores hit points | Jump high 
Shows framerate | Become a skeleton 


| Become electric 
| First-person perspective 
More blood 
Big heads 
Small heads 
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5 Enter the following codes for some really extreme fun: 


Enable hard tracks 
Enable new rider (guide) 
І Ш Debug mode 
Take a Photo 
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Soldier of Fortune 


Bring up the console by pressing “~” and enter the following codes: 


God Mode 
No clipping 
Enemies don't see you 
Slow motion 


You may also type these commands at the console to activate 
various weapons/items: 


To make the console available in your game, right-click on sof.exe 
in the “Solider of Fortune" directory and choose "Create shortcut.” 
Right-click on the shortcut and choose "Properties." Add this to the 
command line to add this: "*set console 1" (no quotes). The final 
result should look something like this: “c:\program 
files\Activision\Solider of Fortune\sof.exe” *set console 1 (in this 
case, include the quotes). Note: these codes are specifically for the 
demo version of this game, but may work with the final version, 
which was not released at the time we compiled this list. 


Deer Hunt Challenge 


It takes a real man (or woman) to cheat in a hunting game. But 
press X during game play to know where the deer are at all times. 


Battlezone 2 


Press Ctrl*- to access the console, then enter the following codes: 


Unlimited shields 
Unlimited pilots and resources 
Full map 
Unlimited ammo 
Win mission 
Comsat Link 


Hype: The Time Quest 


For both of the people playing this game, enter the following 
codes: 


God mode 
Infinite magic 
Infinite arrows 
Epok 1 finished 
Epok 2 finished 
Epok 3 finished 
Full life 
Full magic power 
Restore shield 
One hit will defeat Barnak 
Give 1 to 99 Plastyks 
Restore life points when idle 
Restore magic points when idle 
*10 blue arrows 
*10 red arrows 
+1 of everything in inventory 
Destroy shield 
Change camera 
Add boots to inventory 
Run very fast 
Free money 
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"AGE OF EMPIRES 11: 
Control the destiny of humankind from the fall 
of Rome through the Middle Ages. Keeps the 
epic scope of Age of Empires while evolving 
the combat, economic, trading & diplomacy 
features. Starting with minimal resources, 
you're challenged to build nations into great 
cultures. Conquer enemy civilizations, accu- 
mulate wealth by trading & diplomacy, and 
build & defend wonders of the world. Create 
formations & garrison units. Board & capture 
ships. Choose unit behavior with multiple 
aggresion levels. Includes random maps, 


campaigns, & scenarios. 


Microsoft (Strategy) 


Release: 
PC CD 


No 


AGE OF KINGS’ 


"AGE OF EMPIRES: RISE OF ROME’ 
Release: NOW 


"AGE OF EMPIRES ' 
Release: NOW 


command 


PC CD 


“STAR TREK: ARMADA’ The Borg have 
returned! You are in charge of the fleets of the 
Federation, Klingon, Romulan & Borg ships 
that will wage this epic battle. Build starships, 
construct space stations, & research special 
weapons to lead your side to victory. Along 
the journey you will survive a Klingon civil 
war, Romulan subterfuge and the Borg's 
search for perfection. The future is in your 


Activision (Strategy). 
Release: 


3/00 


171775 
ete 
2 


PC CD 


‘ROLLER COASTER TYCOON: CORKSCREW 
FOLLIES EXPANSION PACK:’ adds new types 
of roller coaster, including historical rides like 
the Virginia Reel & Side Friction Roller 
jÎ Coaster, and the modern Steel Twister Roller 
Coaster & Steel Wild Mouse. New scenery, 
themed banner signs, new styles of footpath 
BOE & over 25 new scenarios. 
Î Hasbro (Strategy) 
Release: NOW 


‘ROLLER COASTER TYCOON’ 
Release: NOW 


The Iron Plague 


DaVincian 


Expansion Pack 


"TOTAL ANNIHILATION KINGDOMS: THE 
IRON PLAGUE EXPANSION PACK’ 
duces Creon, an entirely new fifth civilization 
complete with air, land, and sea power. A 


and technology sharply contrast with the 
magic-using clans of Darien, Creon feels the 
time has come to challenge the balance of 
power. Features 25 new single-player mis- 
sions & 25 new multi-player maps. 

GT Interactive (Strategy) 

Release: 


‘TOTAL ANNIHILATION KINGDOMS’ 
Release: 


"TOTAL ANNIHILATION 2" 
Release: 


"TOTAL ANNIHILATION’ 
Release: 


intro- 


society whose precepts of science 


3/00 


NOW 


12/00 


NOW 


Es Interact with your citizens. Observe 
j their culture & habits. Raise their 


| Sierra (Adventure) 
Release: NOW 
gi PC CD 


‘PHARAOH’ is a strategic city-build- 
ing game set in Egypt 2900 to 700 
BC. Grow villages into thriving 
metropolises them come to life. 


hopes or raze their homes. Includes. 
a farming model based on the. 
flooding of the Nile, naval warfare, 
giant monuments assembled over 
lime, & variable difficulty levels. 


‘AGE OF WONDERS’ Age of 
Wonders is a turn-based game of 
strategy and conquest that suc- 
cessfully incorporates adventure, 
exploration and role playing ele- 
ments. These elements, together 
with a rich story line and heavy 
emphasis on global strategy with- 
out repetitive micro-manage- 
ment, make each scenario and 
game unique and fun to play. 


G.0.D. (Strategy) 


Release: NOW 
PC CD 


| 


STAR WARS 
FORCE 
COMMAN DER) 


‘STAR WARS: FORCE COM- 
MANDER' As a leader of the 
Rebel Alliance, or Galactic Empire 
Commander, you direct your 
forces through a series of mis- 
sion-based chapters, each taking 
place on a different world & con- 
taining an average of 3 missions. 
Establish a base, capture strate- 
gic buildings & units, & destroy 
enemy forces. Amass over 100. 
personnel, vehicles, & buildings. 


LucasArts (Strategy) 
Release: 3/00 
PC CD 


TITLE RELEASE PRICE TITLE RELEASE PRICE 
1602 AD 02/00 $28.95 Armored Moon 02/98 $26.99 
1830 RR/Rbbr Baron 04/95 $19.99 Army Men 05/98 $26.99 
7th Legion 10/97 $10.99 Army Men 2 03/99 $27.99 
AD&D Birthright 07/97 $27.99 Army Men 3 10/99 $24.99 
AlWars The Awakening 02/00 $42.95 Army Men Air Attack 03/00 $39.95 
Age Empires Finl Conqst07/98 $14.95 Army Men FreedomPck01/00 $28.95 
Age of Empires 10/97 $29.99 i 
Age of Empires 2 09/99 $39.95 Battlcruiser Online 09/00 $46.99 
Age of Empires Gold Ed04/99 $32.95 Battle Isle 4 08/00 $42.99 
Age of Emprs Rise Rme11/98 $24.95 Battlecrser 3000 AD V212/98 $14.95 

Battlecruiser 3000 10/96 $8.95 
Alpha Cen Planetar Pk 03/00 $37.95 Battles of Destiny 11/92 $3.95 
Alpha Centauri 02/99 $34.95 Blzzrd Game Year Clictn02/99 $32.95 
Alpha Cntri AlienCrssfre10/99 $24.95 Braveheart 08/99 $26.95 
C & C Red Alert 11/96 $14.95 


Апспі Ongst: Gldn Fice 06/99 $29.99 
Pot 


Ime 
C&C 
C&C 2 Tiber Sun Pltmn08/99 $51.95 


C&C 2: Tiberian Sun 


C&C Gold Bundle 
C&C Gold W95 


C&C Red Alert Arsnl 
C&C SoleSurvivorOnline12/97 $19.99 


C&C Worldwide Warfre 12/98 $27.95 


Caesar 2 
Caesar 3 


Civ 2 Fantasy Worlds 
Civ 2 Multir Gold Ed 


Civ 2 Test of Time 
Civilization 


RELEASE PRICE Time 
09/95 $5.95 Civilization 2 


08/99 $37.95 
11/98 $17.95 
02/97 $14.99 
12/98 $26.99 


Civilization 3 


( Commandos 


Civilization 2 Scen 
Civilztn Call Pwr Miss 


Cmmndos:Bynd Duty 
Colonization W95 


Commandos 2 


RELEASE PRICE 


TILE RELEASE PRICE 


03/96 $19.99 
11/96 $6.99 
05/00 $44.99 
02/00 $29.99 


04/99 $19.95 
06/99 $7.99 
09/98 $24.95 
06/00 $34.99 


09/95 $9.95 Conflict of Nations 01/00 $39.99 
10/98 $17.95 Conquer 06/93 $2.95 
11/97 $8.99 Conquer the World 10/97 $12.95 
12/98 $18.95 Conquest Earth 09/97 $6.99 
08/99 $24.95 Conquest New World 2 06/00 $48.99 
12/95 $9.99 Conquest New Wrld DIx11/96 $9.99 


Dark Colony 
Dark Reign Futre War 09/97 $14.95 
Dark Reign MP 1 
Dark Reign MP 2 
Dawn of Wa 


Conquest: Frntr Wars 04/00 $44.95 
Coprorate Warfare 
Corsairs 

Creatures 2 
Creatures 2 Deluxe 
Creatures 3 
Creatures Adventures 
Creatures Life Kit 1 
Crusaders Mght&Magic12/99 $36.95 


01/99 $24.99 
10/99 $26.99 
09/98 $14.95 
05/99 $21.99 
10/99 $32.95 
10/99 $26.99 
01/98 $14.99 


08/97 $6.99 


04/98 $18.95 
12/98 $24.95 
03/00 $24.95 
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‘THE SIMS’ Create an endless variety of char- 
acters & families. Make friends, have conver- 
sations, insult neighbors, have children. Build 
the home of your dreams with powerful 
design tools. Decorate walls and floors. 
Create a private paradise with landscaping 
tools. Buy hot tubs, swimming pools, lava 
lamps, pool tables, & giant-screen TV's. Over 
150 different objects to furnish your homes & 
keep your Sims happy. 

Maxis (Strategy) 

Release: NOW 

PC CD 


STRATE 


GAMES 


H 
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"REACH FOR THE STARS' A  turn-based 
game of exploration, colonization & conquest, 
this all-new game builds upon the foundation. 
created by its legendary predecessor. More 
than 30 preset scenarios, superior Al, 16. 
unique species, a diplomatic system, network 
play, a powerful scenario editor and tactical. 
combat with control over fleet formations, 
attack/defensive orders and standing orders. 
Mindscape (Strategy) 


Release: 


4/00 


‘RAILROAD TYCOON 2 GOLD EDITION’ 
includes the blockbuster strategy-simulation 
hit Railroad Tycoon Il, the acclaimed expan- 
sion pack Railroad Tycoon Il: The Second 
Century, 12 new scenarios, and the Official 
Railroad Tycoon I! Strategy Guide in electron- 
ic format (HTML). The Strategy Guide con- 
tains the full text of the Railroad Tycoon Il 
Strategy Guide plus a special section with new 
Strategies for The Second Century and the 
new Gold Edition scenarios. 

GOD (Strategy) 

Release: NOW 
PC CD 


RAILROAD 


COO 


GOLD 


EDITION 


‘RAILROAD TYCOON 2 GOLD MACINTOSH’ 
Release: NOW 


‘RAILROAD TYCOON2: THE SECOND CEN- 
TURY’ 
Release: NOW 


LSTA TREK 
Ne 


EW WORLDS 


‘STAR TREK: NEW WORLDS’ Play as the 
Federation, Klingons or the Romulans in the 
year 2292. Each race offers a new style of 
gameplay, race behaviors and a view of the 
games story arc from 3 different perspectives. 
Features a variety of single player and up to 6 
multi-player mission objectives. You have 
complete control over the 3D world and its 
inhabitants. 

Interplay (Strategy) 

j Release: 


8/00 


M HOMEWORLD’ combines ele- 

3 ments of space combat, strategy, 
& action. Hundreds of years after 
aliens destroyed your planet & 
relocated survivors to the edge of 
the galaxy, a crystal starts to emit 
a faint signal to lead you to your 
homeworld. A immense mother- 
ship is built to carry millions 
home, to the unknown. Single 
play or up to 8 players on-line. 


ao 
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] x Sierra (Strategy) 
Release: NOW 
PC CD 


"STAR TREK: STARFLEET COM- 
MAND is a strategic game of com- 
bat based on the Starfleet Battles 
board game. Choose from 
Federation, Klingon, Romulan & 
more... each with different ships 
& tactics. Single-player Campaign 
or Skirmish, & Multi-player for 
up to 6 via TCP/IP or IPX. Modem. 
& serial games for 2 players. 
Different weapons: phasers, pho- 
tons, disruptors, plasma torpe- 
does, expanding sphere genera- 
tors, missiles, mines and more. 
Interplay (Strategy) 
Release: NOW 


‘MIND ROVER’ Tired of the 
same old games? MindRover has 
been called "hugely original" and 
‘astonishingly innovative’. The 
premise: you build robotic vehi- 
cles, and then program them 
with a deceptively simple and 
powerful wiring system to attack, 
race, and puzzle their way 
through all sorts of competi- 
tivescenarios. Check it out and 
see why it's been called "one of 
the most addictive, compelling 
games in years." 

CogniToy (Strategy) 
Release: NOW 

PC CD 


TITLE RELEASE PRICE Tite RELEASE PRICE Time RELEASE PRICE TILE RELEASE PRICE TITLE RELEASE PRICE 
Deadlock 09/96 $14.95 Farmland USA 08/99 $12.95 Heroes 3 Expansion 2 03/00 $39.99 Knights & Merchants 10/98 $19.99 
Fleet Command 05/99 $29.95 Heroes M&M 2 Exp Pk 05/97 $17.99 Legend of the Five Rings02/00$42.99 Metal Fatigue 04/00 $39.95 
Disciples: Sacred Lands10/99 $29.95 Force 21 08/99 $24.95 Heroes M&M 2 Gold 12/98 $18.99 Liberation Day 03/98 $9.99 Mind Rover 01/00 $44.95 
Dominant Species 10/98 $24.95 Force Commander 03/00 $39.95 Heroes of M & M3 03/99 $27.95 Lords Realm 2 11/96 $9.95 Myth 2 v1.1 01/99 $25.95 
Dominion Strm Ovr Gft306/98 $14.99 Fragile Allegiance 03/97 $6.99 Hidden Wars 01/00 $48.99 Lords of Magic 12/97 $14.99 Myth: Total Codex 11/99 $17.95 
Dune 2000 09/98 $14.95 FreeLancer 12/00 $48.99 Lords of Magic SE 11/98 $19.95 Netstorm 11/97 $18.95 
Dungeon Keeper 07/97 $14.95 Frontier Land 05/00 $42.99 Homeworld 09/99 $32.95 MTG DuelsofPineswikr 02/98 $18.99 Noble Armada 04/00 $39.95 
Dungeon Keeper 2 06/99 $37.95 Galilean Conflict 10/99 $35.99 Imperial Conquest 02/00 $42.95 Magic & Mayhem 05/99 $28.95 Outpost 06/94 $12.99 
Dungeon Keeper Gold 04/98 $19.99 Gangsters 12/98 $28.95 Imperialism 2 04/99 $18.95 Magic theGatheringGold01/00 $28.95 Outpost 2 09/97 $12.95 
Earth 2140 10/97 $12.95 Global Domination 11/98 $19.99 Imperium Galactica 2 03/00 $38.95 Magic:the Gathering 03/97 $9.95 Pax Imperia 2 11/97 $24.95 
Earth 2150 12/00 $44.99 Gms Email: Risk 11/99 $14.99 Invictus 03/00 $39.95 Majesty 03/00 $38.95 Perf Genrl 2/Scenario 10/95 $19.99 
EmperorofFadng Suns 01/97 $12.99 Grandest Fleet 06/94 $6.95 Jag Allc2:Unfsh Busness05/00 $29.99 Master of Orion 11/94 $17.95 Pharoah 11/99 $37.95 
Evolution 01/98 $28.95 Jaggd Allnc Ddly Game 09/96 $8.95 f Politika 11/97 $18.95 
Exploration 09/95 $9.99 Hero MM Millenium Ed 12/99 $38.95 Jagged Alliance 03/95 $12.95 MechCommander 07/98 $14.99 Populous 3 11/98 $14.95 
Extreme Tactics 10/98 $29.99 Hero MM3 Amgdn Bld 10/99 $24.95 Jagged Alliance 2 07/99 $18.95 MechCommander 2 04/00 $48.99 Profitania Deluxe 11/99 29.99 
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TITLE RELEASE PRICE TILE RELEASE PRICE TITLE RELEASE PRICE TILE RELEASE PRICE TILE RELEASE PRICE 
Quantum Gate 03/94 $2.99 Sett 3W/ Mission 2 10/99 $32.95 SimCity 2000 Spec Ed 04/97 $15.95 Stellar Frontier 03/00 $38.95 Tzar 02/00 $42.9! 
RR Tycn 2: 2nd Century05/99 $18.99 Settler 3 Mission 04/99 $18.99 SimCity 3000 01/99 $38.95 Submarine Titans 02/00 $39.99 Ulit. Strat Series 02/00 $17.95 
Railroad Tycoon 2 11/98 $26.95 Settlers 2 Gold 04/97 $19.99 SimMars 05/00 $39.95 Sudden Strike 04/00 $34.95 Ultimate Sci-Fi Series 06/99 $18.95 
Railroad Tycoon 2 619 09/99 $32.95 Settlers 2 Mission Disk 03/97 $11.95 Spaceward Ho! 4 10/96 $8.95 TA:KingdomslronPlague03/00 $19.95 Ultimate Sim Series 02/00 $17.95 
Railroad Tycoon Child Ed02/00$39.99 Settlers 3 Mission 2 10/99 $22.95 Star Command Deluxe 12/97 $14.95 Tanktics 12/99 $17.95 Uprising 10/97 $12.95 
Reach for Stars 03/00 $37.95 Settlers 3 w/MD 1 10/99 $22.95 Star General 12/96 $8.95 The Sims 02/00 $38.95 Uprising 2 12/98 $19.9¢ 
Rebellion 03/98 $28.99 Settlers 4 06/00 $42.99 Star Trk Armada 03/00 $42.95 Total Annhitn Kingdoms06/99 $23.95 Wall Street Trader 01/00 $28.95 
Risk 11/96 $18.95 Seven Kingdms AncAdv06/98 $34.99 Star Trk Gen Birth Fed 05/99 $27.95 Total Annihilation 10/97 $8.95 WarBreeds 03/98 $6.95 
Risk 2 03/00 $32.95 Seven Kingdoms 12/97 $35.99 Star Trk Starflt Comm 08/99 $38.95 Total Annihilation 2 12/00 $39.99 WarCraft 2 Battle.net Ed10/99 $18.95 
Rival Realms 07/99 $12.99 Seven Kingdoms 2 10/99 $18.95 StarCon 01/00 $44.99 Total Annitn Cr Ctgcy 04/98 $19.95 Warcraft 2 12/95 $19.9c 
Roller Coaster Tycoon 03/99 $24.95 Shadow Company 10/99 $18.95 Starcraft 04/98 $24.95 Total Mayhem 05/96 $6.99 Warcraft 3 08/00 $46.95 
Roller Cstr Tey Exp Pk 11/99 $17.95 Shadow Watch 03/00 $38.95 Starcraft Brood Wars 12/98 $18.95 Total War 01/99 $18.95 Warcraft Battle Chest 11/96 $17.95 
Ruthless.com 11/98 $2.95 Shadowpact 03/00 $39.99 Starcraft Bttl Chest 12/98 $29.95 Totl Annhitn Bttl Tetes 08/98 $17.95 Wargames 07/98 $19.9¢ 
SWAT 2 07/98 $17.99 Sim Mania pack 02/00 $17.95 Starcraft Insurrection 08/98 $19.99 Tribal Rage 06/98 $14.95 Wargasm 01/99 $24.9¢ 
Sentient 05/97 $14.95 Sim Theme Park 11/99 $37.95 Starcraft Retribution 01/99 $19.95 Tycoon Collection 01/00 $34.99 WarhamShadowHornRat01/96 $12.9¢ 
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R GAMES 


COMPUTE 


STRATEGY 


"RISK 2’ Play the Classic Game under the 
familiar rules, trading cards for armies and 
rolling the dice to out do your opponent. Play 
the Simultaneous Turn option for a whole new 
Risk experience that includes |-COM commu- 
nication and negotiation features, territory 
depth enhancements and territory bidding. 
Risk II is the ultimate form of this game of 
world domination that people of all ages have 
enjoyed for forty years! 

Hasbro (Strategy) 

Release: 4/00 
PC CD 


“WARLORDS BATTLECRY' Create a hero in 
опе of 9 races & take him & his armies 
through campaigns, quests & multiplayer 
games. As you win, your hero chooses a spe- 
cialty class that will strengthen his attributes. 
SSG (Strategy) 

Release: 2/00 

PC CD 

WARLORDS 4” 

Release: 9/00 

‘WARLORDS 3: REIGN OF HEROES’ 
Release: NOW 


‘DAWN OF WAR’ Protect your species 
against extinction as you gather and manage 
resources, increase and diversify your tribe, 
and wage war against enemies. Master new 
technologies and cast magical spells in the 
ultimate expression of survival of the fittest. 
Features prehistoric creatures, stunning hi-res 
graphics, 30 unique single-player missions, 
sophisticated Al, and multi-player via TCP/IP 
based LANs or Internet (8 players). 

South Peak (Strategy) 

Release: 3/00 
PC CD 


‘DARK REIGN II’ While maintaining the key 
gameplay elements of real time strategy 
games, Dark Reign Il gives you the freedom to 
fully immerse yourself in the action of a 3D 
world, smoothly transitioning from a top- 
down view to an infantry-level view. 
Improvements include enhanced Al, more 
multiplayer options, and more advanced hard- 
core strategy features. 


Activision (Strategy) 
Release: 6/00 
PC CD 


‘HOLLYWOOD MOGUL’ gives you 
Control of a Hollywood movie stu- 
dio. Go inside the dream factory 
as you bring 100 movies to the 
| Silver Screen. Own & run the stu- 
dio. Make the movies. Hire and 
fire the biggest names in 
|) Hollywood. Play against the box 
“| office scores of other Hollywood 
` | Moguls around the world. New 
actors, actresses, and directors 
may approach your studio with 
projects. 


| HM Company (Strategy) 
Release: NO 
PC CD 


“1602 A.D.’ Cities are overcrowd- 
ed. Poverty and starvation are 
rampant. You and a small band of 
fellow voyagers set sail for a new 
life and New World. Combines 
Strategy, colony-building, diplo- 
macy, production, trade, and real- 
time land and sea battles. Single 
& multiplayer for up to 4 on net- 
work or 2 via modem. 


‘MAJESTY’ puts you in the 
crushed velvet hotseat of your 
own kingdom. With an epic quest 
before you, you make the deci- 
sions of where to build your set- 
tlement's guilds and temples. 
Recruit a cast of larger-than-life 
heroes, each with a mind of his 
own. Poor choices will leave your 
kingdom in ruin but a wise ruler 
will complete his quests, fill his 
coffers and create a kingdom that 
will be remembered in song and 
story. 

Hasbro (Strategy) 

Release: 4/00 

PC CD 


GT Interactive (Strategy) 
Release: 
PC CD 


Time RELEASE PRICE Tite RELEASE PRICE Time RELEASE PRICE Time RELEASE PRICE TILE RELEASE PRICE 
Warhmmr 40K Chs Gate11/98 $19.95 Age of Empires 01/98 $14.99 Dune 2000 11/98 $17.99 MechcommanderScrts 06/98 $14.99 Star General 01/97 $4.99 
Warlords 2 DIx 09/95 $39.99 Age of Empires 2 11/99 $17.99 Dungeon Keeper 2 08/99 $17.99 Myth 01/98 $16.99 1 
Warlords 3 08/97 $8.95 Dungeon Keeper Gold 06/98 $14.99 Myth 2 09/99 $19.99 Starcraft 05/98 $14.99 

Army Men 2 03/99 $17.99 Force 21 08/99 $17.99 Myth Strat & Secrets 12/97 $18.99 Starcraft Scenario Ed 01/99 $16.99 
Warlords Battlecry 05/00 $42.95 Battlezone 2 OSG 01/00 $17.99 Gangsters 12/98 $16.99 Populous 3 11/98 $16.99 Starcraft: Brood Wars 01/99 $16.99 
Warlrds 3 Drk Lrd Rsg 08/98 $37.99 Braveheart 02/00 $16.99 Heroes M&M 3 03/99 $17.99 Power Monger 02/93 $8.99 The Sims 02/00 $17.99 
Wooden Ship Iron Mn 10/96 $29.99 C&C 2 08/99 $17.99 Homeworld 10/99 $12.99 Railroad Tycoon 2 12/98 $19.99 Total Annhitn Kingdoms08/99 $17.99 
World of Combat 2000 09/98 $24.95 Caesar 3 11/98 $12.99 Lord Magic Spec Ed 03/99 $16.99 Rebellion 04/98 $15.99 Uprising 2 12/98 $16.99 
World of Swrd Steel 01/98 $19.95 Civ 2 Test of Time 08/99 $17.99 Lords of Magic 01/98 $14.99 WarBreeds 03/98 $14.99 
Worms Armageddon 06/99 $28.95 Civilztn Call to Powr 03/99 $17.99 MF Cyberstorm 2 11/98 $9.99 SWAT 2 06/98 $16.99 Warcraft 2 Battle.net 10/99 $12.99 
X-Com Apocalypse 08/97 $8.95 Cmmndos:Bynd 07/99 $14.99 Majesty 03/00 $17.99 Settlers 3 02/99 $16.99 Wargasm 03/99 $17.99 
X-Com Terr frm Deep 03/95 $4.49 Commandos 11/98 $16.99 Master of Magic 03/95 $6.99 Sim Theme Park World 11/99 $12.99 Warlords 3 09/97 $14.99 
X-Com UFO Defense 06/94 $8.95 Conquest New World 05/96 $9.99 Master of Orion 05/94 $4.99 SimCity 2000 04/94 $12.99 Warlords 3 Dkirds Rsing11/98 $16.99 
X-Com e-m@il 12/99 $19.99 ^ Cutthroats 09/99 $17.99 SimCity 3000 01/99 $16.99 Warzone 2100 04/99 $17.99 
X: Beyond the Frontier 01/00 $23.95 Diplomacy 01/00 $17.99 MechCommanderGold 09/99 $17.99 Star Control 3 OSG 10/96 $9.99 X-COM: Apocalypse 09/97 $14.99 


©2000 CHIPS & BITS, ING. 


slood of the sacred 


INLN 


Blood of the pamned 


Time RELEASE PRICE 
7th Guest 09/97 $8.95 
7th Guest 2 11th Hour 11/95 $5.95 
Abe's Exodus 12/98 $24.95 
Adrenix Crisis 07/98 $39.95 
Ages of Myst 10/98 $32.95 
Amerzone 10/99 $37.99 
Animaniacs:A Ggntc Adv06/99 $18.99 
Arcatera 06/00 $44.99 
Armed and Delirious 11/97 $8.95 
Asghan: The Dragon Slyr10/00$39.99 
Atlantis 09/97 $27.95 
Azraels Tear 10/96 $5.99 
Beavis & Butthd Do U 01/99 $16.99 
Beyond Time 12/98 $18.95 


Black Dahlia 02/98 $29.99 
P95 


TILE 
Blackstone Chroncles 
Blade Runner 
Blair Witch Episode 1 
Blair Witch Episode3 
BlairWitch Episode 2 
Broken Sword 
Burn Cycle 
Byzantine 
Cals Ctime Saloon 
Corridor 7 
Creature Shock 
Curse of Monkey Isle 
Cyberia 2 
Dark Earth 
Dark Half 


RELEASE PRICE 
11/98 $19.95 
11/97 $17.95 
08/00 $42.95 
11/00 $42.95 
02/00 $42.95 
10/97 $18.95 
09/95 $9.95 
10/97 $16.95 
04/97 $19.99 
08/94 $16.99 
11/94 $14.95 
11/97 $19.99 
09/97 $8.95 
10/07 $8.95 
01/00. $44.99 


TILE RELEASE PRICE 
Dark Seed 2 12/95 $19.95 
Dark Side Moon w/Book08/99 $39.95 
Dark Side of Moon 12/98 $28.95 
Dead Unity 02/99 $45.99 
Death Drome 11/96 $19.99 
Destiny 10/96 $12.99 
Dive Conquest Silver Eye01/00 $9.99 
Enemy Zero 10/98 $44.99 
Escape from Dr. S 06/00 $39.99 
Extracters 04/95 $19.99 
F13 01/00 $27.95 
Fable 03/97 $8.95 
Fallen Haven 03/97 $26.99 
Fortrss Dr Radiaki 11/94 $8.99 
Frankenstein 11/95 $14.99 


TITLE RELEASE PRICE 
Gabriel Knight 3 11/99 $32.95 
Gabriel Knight Coll Ed 12/98 $24.95 
Gorky 17 09/99 $44.99 
Grim Fandango 10/98 $29.99 
Heart of Darkness 09/98 $9.95 
Hype: Time Quest 11/99 $26.99 
Indy Jones Infrnl Mchne1 1/99 $39.95 
Inherent Evil Hntd НІ 12/99 $18.99 
Iron John Hawk 01/99 $9.99 
Jack Orlando 02/00 $39.99 
Jewels Il 01/99 $19.99 
Jewels Of the Oracle 03/95 $19.99 
Journeyman Prjct Trlgy 05/99 $34.95 
Journeyman Project 2 07/95 $28.95 
Journeyman Project 3 02/98 $18.99 


TILE RELEASE PRICE 
King's Quest Collection 11/99 $14.95 
KQ8:Mask of Eternity 12/98 $18.95 
Lander 09/99 $19.99 
Last Call 09/99 $39.99 
Last Express 04/97 $24.95 
Liath 02/00 $39.99 
Light Bringer 11/99 $16.99 
Longest Journey 02/00 $39.99 
Lost Vikings 2 05/97 $12.99 
Lotus Spring 02/00 $24.95 
Mechosoma 03/99 $44.99 
Morpheus 10/98 $38.99 
Muppet Treasure Island08/96 $35.99 
Myst 03/94 $17.95 


Myst 2 w/Hint Book 08/99 $12.95 
100 CHIPS & BITS, INC, 


www.chipsbits.com 
800-699-4263 


ur 


RELEASE PRICE 


lyst Mstrpce Edition 
emesis 
ightlong 
ightlong: Union City 
locturne 
Of Light & Darkness 
)mikron: Nomad Soul 
Qutcast 
verser 
Pandora Directive 
Patriot Games 
?hntsmgria Stgefrght 
irates! Gold 


20|ісе Quest 5 SWAT 
2000 CHIPS & BITS, INC. 


11/97 $27.95 
09/99 $28.95 
10/96 $12.95 
11/99 $19.99 
01/00 $19.99 
10/99 $32.95 
04/98 $24.99 
11/99 $26.95 
08/99 $19.99 
03/98 $19.99 
08/96 $18.95 
02/99 $48.99 
04/99 $39.99 
02/95 $19.99 
12/95 $19.99 


Source Code 11271 


RELEASE PRICE 
Prince of Persia 3D 09/99 $18.95 
Prince Persia Coll 11/95 $18.95 
Qin:TombMiddl Kingdom07/96$17.99 
Queen: The Eye 01/00 $36.99 
Quest for Glory 5 12/98 $19.95 
Quest for Karma 02/99 $19.99 
Rama 10/96 $9.99 
REAH 03/99 $35.99 
Red Jack 09/98 $28.95 
Redguard 11/98 $27.99 
Reloaded 05/97 $19.95 
Rent a Hero 02/00 $25.95 
Return to Krondor 12/98 $14.95 
Riana Rouge 01/98 $18.95 
Riddle Master Lu 10/95 $3.95 


RELEASE PRICE 
04/00 $28.95 


Tie 
Riddle of the Sphinx 
Ring 07/99 $27.95 
Robot Club 02/99 $38.95 
Sacred Mirror of Kofun 11/96 $19.99 
Safecracker 02/00 $19.95 
Sanitarium 05/98 $17.95 
Scooby-Doo:MystFun Pk10/99$18.95 
Seeker 06/00 $44.99 
Shadow Man 09/99 $19.95 
Shannara 12/95 $34.95 
Shivers 2 04/97 $19.99 
Simon Sorcere 04/00 $35.95 
Small SoldiersSqd Cmdr08/98 $19.99 
SoulBringer 05/00 $37.95 
Space Bar W95 07/97 $7.95 


ZA Rav 


TILE RELEASE PRICE 
Spycraft W95 03/96 $14.95 
Star Trek Fed Compltn 11/98 $18.95 
Star Trek SFA DVD 07/98 $42.95 
Star Trek SFA Mssn 04/98 $19.99 
Star Trk Judge Rites 12/93 $9.99 
Star Trk Str Fit Acad 09/97 $19.99 
Starship Titanic DVD 08/99 $38.99 
Starship Titanic wGde 04/98 $39.99 
Str Trk: SFA Strgc Cmmd05/99$12.99 
Strshp Ttnc 1st ClsCr Kt10/99 $38.99 
Survival 11/99 $14.99 
Temujin 10/97 $14.95 
Tender Loving Care 06/99 $24.99 
The Crystal Key 11/99 $18.99 
The Forgotten Win/mac11/99 $18.99 


САЦ $29.95) 


Time RELEASE PRICE 
Time Lapse Ancient Civ10/96 $28.95 
Tonic Trouble 10/99 $26.95 
Traitor's Gate 03/00 $27.95 
Twinsen's Odyssey 07/97 $18.99 
Under Killing Moon 11/94 $8.95 
Under Kling Moon w/Book11/94$8.95 
Wheel of Time 11/99 $29.95 
Wild Wild West 12/99 $38.95 
XFileAdvGmeMovie Bndl02/99 $32.95 
X-Files Adventure Game06/98 $19.95 
Y2K The Game 01/00 $14.95 
Zero Critical 05/99 $18.95 
Zork: Grnd Inquisitor 10/97 $28.95 
Zork:Nemesis 04/96 $18.95 
Zorro 03/95 $14.95 


роб 


Whe 


published by 


TITLE 


RELEASE PRICE 
AD&D Collector's Ed. 07/98 $15.95 
Aeropa: Fall Covenant 11/00 $44.95 


Anachronox 07/00 $33.95 
Ancient Evil 06/00 $42.95 
Arcnum:OfStmwks&Mgc06/00$39.95 
Arena 11/04 $9.95 
Asheron's Call 11/99 $44.95 
Baldrs Gate Exp Pk 2 06/00 $23.99 
BaldrsGate:TaleSwrd Cst05/99 $18.95 
Baldur Gate Chptr 1&2 07/99 $11.95 
Baldur Gate w/EP 1 11/99 $32.95 
Baldur's Gate 12/98 $24.95 
Baldur's Gate 2 08/00 $42.95 
Battlespire 12/97 $32.95 
Blade 06/00 $42.95 
Blaze & Blade 01/00 $24.95 
Clans 09/99 $19.95 
[^ 


lesignet 


RELEASE PRICE 
07/96 $6.95 
12/94 $14.99 
08/99 $29.95 
06/94 $8.95 
06/00 $42.95 
03/00 $33.95 
01/97 $9.95 
05/00 $42.95 
12/00 $29.95 


Ime 
CyberJudas 
Cyclones 
Dark Stone 
Darklegions 
Demise Rise Ku'Tan 
Deus Ex 
Diablo 
Diablo 2 
Diablo 2 Expnsn Pck 
Diablo Bundle 10/98 $15.95 
Diablo Hellfire 12/97 $17.95 
Diablo Vengeance Pack02/00 $29.95 
Disciples of Steel 09/96 $5.95 
Discovery:Gene Wars 02/00 $44.99 
Druid Daemons of Mind11/95 $14.95 
Dungeon Master2 07/95 $14.95 
Dungeon Siege 12/00 $42.95 


specif 


Ime 
Elder Scrolls 2 
Eldr Scrlls Mrrowind 12/00 $54.99 
EverQuest 03/99 $34.95 
EverQuest:Ruins Kunark04/00 $34.95 
Eye of Beholder Trigy 10/93 $5.95 
Fading Suns Nol Armda05/00 $39.95 
Fallout 10/97 $14.95 
Fallout 2 11/98 $18.95 
Final Fantasy VII 06/98 $18.95 
Final Fantasy VIII 01/00 $39.95 
Forgotten RIms Arcvs 308/99 $12.95 
Forgottn RIms Arcvs 2 08/99 $12.95 
Forgttn Rims Silver Ed 08/99 $28.95 
Good & Evil 05/00 $42.95 
Gothica 06/00 $44.95 
Heroes M&M Compend10/97 $28.95 
Hexplore 09/98 $12.95 


RELEASE PRICE 
09/96 $12.99 


TILE RELEASE PRICE 
Icarus:SanctuaryofGods11/98 $26.99 
Icewind Dale 05/00 $42.95 
Intrply Ult 02/98 $18.95 
King of Dragon Pass 02/00 $37.50 
Lands Lore 2:Grdns Dst10/97 $14.95 
Lands of Lore 01/94 $12.95 
Lands of Lore 3 04/99 $17.95 
Legacy of Kain 2 09/99 $28.95 
Legacy of Kain Bld Omn09/97 $7.99 
Legend of Blade Masters06/00$38.95 
M&M Millenium 10/99 $38.95 
Magic Candle 3 12/92 $8.95 
Middle Earth 06/00 $42.95 
Might & Magic 6 04/98 $19.95 
Might & Magic 7 06/99 $27.95 
Might & Magic 8 03/00 $44.95 
Might&MagicCompiltiont 1/98 $27.95 


Time RELEASE PRICE 
Might & Magic Trilogy 12/95 $17.95 
Mordor 2 06/00 $38.95 
Neverwinter Nights 05/00 $42.95 
Nox 02/00 $38.95 
Odium 11/99 $28.95 
Planescape Torment 12/99 $39.95 
Pool of Radiance 2 09/00 $44.95 
Rage of Mages 10/98 $14.95 
Rage of Mages 2 10/99 $22.95 
Ravenloft 1 & 2 Bndle 02/97 $7.95 
Realms Arkania Tril 10/97 $8.95 
Realms of the Haunting03/97 $18.95 
Revenant 10/99 $27.95 
Septerra Core 11/99 $34.95 
Shadow Sorceror 10/01 $5.99 
Shadowrun: Assassin 06/01 $42.95 


Shattered Light w/Book06/99 $28.99 
©2000 CHIPS & BITS, INC. 


800-699-4263 


Source Code 11271 


RELEASE PRICE 
10/99 $32.95 
11/94 $29.99 
11/94 $14.95 


Skyrealms of Јогипе 
Star Trail 

Star Trk Final Unity 07/95 $9.99 
Stonekeep 11/95 $12.95 
Swords of Heroes 06/01 $42.95 
Techno Mage 02/00 $39.99 
The Summoner 12/00 $42.95 
Third World 01/01 $42.95 


Anachronox 02/00 $17.99 
Asheron's Call OSS 12/99 $17.99 
Baldur's Gate 01/99 $17.99 
Crusaders Might Magic01/00 $17.99 
Dark Stone 08/99 $17.99 


Deus Ex 03/00 $17.99 
32000 CHIPS & BITS, INC. 


Тп RELEASE PRICE 
Thunderscape 08/95 $9.99 
Trophy Case 09/96 $8.95 
Trophy Case 2 12/97 $14.95 
USED Captain Blood 01/00 $2.99 
USED Disciples Steel 01/00 $2.99 
USED Magic Candle 2 03/92 $4.99 
Ultima 9 Ascension 12/99 $39.95 
Ultima Collection 02/98 $14.95 
Ultima Online: 2nd Age 11/98 $18.95 


Diablo 02/97 $15.99 
Diablo 2056 02/00 $17.99 
EverQuest 0SG 04/99 $16.99 
EverQuest:Ruins Kunark04/00 $17.99 
Land Lore 2 12/97 $13.99 
Lands of Lore 3 03/99 $17.99 


TITLE RELEASE PRICE 
Ultima Underworld 2 12/92 $6.95 
UltimateWzardryArchives11/98$25.95 
Vampire:TheMasquerade03/00$39.95 
Warhammer2DarkOmen11/98 $19.99 
Werewolf: Apocalypse 04/00 $38.95 
Wizardry 8 06/00 $44.95 
Wizardry Gold W95 05/96 $8.95 
Wizards & Warriors 09/00 $39.95 
World of Xeen 11/93 $12.95 


Might & Magic Compen01/94 $9.99 
Nox 02/00 $17.99 
PlanescapeTorment0SG01/00 $17.99 
Ultima 8 11/04 $9.99 
Ultima 9: Ascension 12/99 $16.99 
Ultima Online 2nd Age 10/98 $17.99 


RELEASE PRICE 
20k Leagues Under Sea02/00 $17.99 
7th Guest 2 11th Hour 11/95 $9.99 
Black Dahlia 03/98 $15.99 
Blackthorne Off Gd 05/95 $9.99 
Blade Runner 01/98 $14.99 
Curse of Monkey Isle 01/98 $15.99 
Cyberia 2 06/96 $8.99 
Dark Earth 10/97 $12.99 
Dark Side of the Moon 11/98 $17.99 
Ecstatica 2 07/97 $9.99 
Fade to Black 12/95 $9.99 
Gabriel Knight 3 11/99 $16.99 
Grim Fandango 11/98 $17.99 
Heimdall 03/95 $3.99 
Indy Jones Infrn! Mchn12/99 $17.99 
King's Quest 8 12/98 $16.99 
Last Express 06/97 $15.99 


TILE RELEASE PRICE 
Myst 2: Riven 12/97 $14.99 
Myst Strategies 12/96 $12.99 
Omikron: Nomad Soul 01/00 $17.99 
Outcast 09/99 $17.99 
Overseer 03/98 $15.99 
Phantasmagoria 2: 0SG12/96 $15.99 
Pharaoh 12/99 $17.99 
Prince of Persia 3D 10/99 $16.99 
Quest for Glory 5 01/99 $16.99 
Rama:Off. Strat Guide 12/96 $15.99 
Return to Krondor 12/98 $16.99 
SkyRealmsJorune Alien02/95 $5.99 
Starship Titanic 08/98 $19.99 
Timelapse:Ancnt Civil 10/96 $15.99 
Under Killing Moon 01/95 $4.99 
X-Files Adventure Game06/98 $16.99 
Zork: Grand Inquisitr 12/97 $12.99 


Poe 


STAR WARS. 


TILE RELEASE PRICE 
3D U РЫ! Creep Nght 09/96 $5.99 
3D U Pbll Lost Спіпі 11/97 $24.99 
3D Ultra NASCAR PBall12/98 $18.99 
Arcade Action Kit 12/95 $5.99 
Arcade Legends 3D 02/00 $18.99 
Asteroids 11/98 $12.95 
Atari Arcade Hits 2 12/99 $29.99 
Atari Arcade Hits 3 03/00 $29.99 
Balls of Steel W95 01/98 $29.99 
Bomberman 07/97 $12.99 
Buggin' 03/00 $34.95 
Bugs Bunny Lost Time 11/99 $28.95 
Centipede 10/98 $18.95 
CROC 2 04/00 $28.99 
Oyber Gladiators W95 11/96 $14.99 
x9 


DELTA FORCE 


$28.95 


Time RELEASE PRICE 
Dragon Lair 2: Tme Wrp07/96 $9.99 
Dragon's Lair Dix Pk 05/99 $18.99 
Dukes Hazzard Race Hm03/00 $25.95 
Eliminator 03/99 $22.99 
Enemy Infestation 11/98 $9.99 
Expendable 02/00 $39.99 
Frogger 11/97 $18.95 
Get Medieval 09/98 $38.99 
Grand Theft Auto 03/98 $18.95 
Grand Theft Auto 2 10/99 $28.95 
Guns & Ammo 12/98 $19.99 
House of the Dead 12/98 $28.95 
Intergalactic Extrmntr 04/99 $14.99 
LastBounty Hunter 11/95 $18.99 
Lode Runner 11/94 $39.99 


Tm 
Lode Runner 2 


TEAM 


BROTHERHOOD OF ARMS 


RELEASE PRICE 
10/98 $26.99 


Looney Labyrinth Pball 05/96 $19.99 
Missile Command Clssc02/00 $27.95 


Mortal Kombat 4 
MS Pinball Arcade 
Pandemonium 2 
Pandora's Box 
Phantom Menace 
Pinball Compilation 
Pit Droids 

Pitfall W95 

Plane Crazy 


07/98 $24.99 
11/98 $31.99 
06/99 $27.99 
08/99 $18.95 
05/99 $39.95 
12/99 $0.00 
11/99 $27.95 
08/05 $9.95 
11/98 $14.99 


Pnky & Brns Wrld Cnqst12/98 $25.99 


Pong 
Pro Pinball 


10/99 $18.95 
10/97 $37.99 


ТтЕ RELEASE PRICE 
Pro Pinball Bi Race USA04/99 $28.99 
Pro Pinball Timeshock 12/97 $19.99 
Pro Pinbll Fntstc Jrny 02/00 $29.99 
Q Bert 01/00 $27.95 
Racer 05/99 $29.95 
Radio Control Racers 11/99 $39.99 
Rayman 2 11/99 $26.95 
Renegade Racers 02/00 $27.95 
Return Fire 2 09/98 $17.99 
Road Rash W95 09/96 $14.99 
Rogue Squadron 12/98 $28.95 
Sci-Fi Pinball 12/99 $19.99 
Sonic 3D Blast 10/97 $12.99 
Sonic and Garfield Рск 04/99 $26.95 
South Park Rally 01/00 $32.95 


TILE 
Space Ace 
Space Invaders 
Speed Busters 
Star Trek Pinball 
Starfighter 


Swarm 
Tempest 2000 
Tetris 

Toy Story 2 
TrickStyle 


Virtua Squad 2 
WCW Nitro 
Wetrix 


RELEASE PRICE 
12/94 $9.9 
12/99 $22.9: 
06/99 $21.9! 
11/98 $14.9: 
10/96 $19.95 


Super Puzzle Fighter 2 12/98 $29.95 


02/99 $29.9: 
12/96 $16.95 
11/99 $25.9: 
01/00 $25.9 
01/00 $8.9: 


Ulti Pro Pinball Comp 03/00 $18.9: 


12/97 $29.9 
12/98 $24.9 
2/99 $17.98 


‘QUAKE Ill- ARENA’ Multiplayer only with 
improved network play & new graphics. 
Weapons include: Mace, Grenade/Rocket 
Launcher, Machine/Plasma/Lightning Gun, & 
more. Many new levels & classes with sup- 
port for dozens of players at one time. 
Activision (Action) 

Release: NOW 

PC cD 

"QUAKE II’ 

Release: NOW 

"QUAKE Ill- ARENA for MACINTOSH’ 
Release: NOW 


t 


‘DUKE NUKEM FOREVER’ Duke is back and 
badder than before in this retooled sequel. Dr. 
Proton has taken over Area 51 & nuked Las 
Vegas. Making use of the Quake |I engine, the 
team at 3D realms promises not to disappoint 
with new weapons, new villains, and full 3Dfx 
support. Multiplayer options & incredible life- 
like environments. 


GT Interactive (Action) 
Release:7/00 
PC CD 


‘HITMAN: CODENAME 47’ casts you as a 
hired assassin and chronicles your progress 
through a series of contracts. Includes some 
27 levels that cover five actual hits, as well as 
the preparations necessary to make those hits 
- accumulating equipment, information, and 
the like. Most missions are comprised of 
about 80% planning and 20% action. 


Eidos (Action) 
Release: 5/00 
PC CD 


‘TOMB RAIDER 4: THE LAST REVELATION’ 
Based entirely in Egyptian locations, Last 
Revelation's plot revolves around ancient 
mythology & the alignment of the stars at the 
millennium. Finding herself in a serious 
predicament, Lara's objective is clear from the 
outset - she must escape a terrifying destiny 
& rectify a situation that threatens to destroy. 
humanity. Features state of the art graphics & 
completely new puzzle types based on new 
moves & inventory development. 

Eidos (Action 

Release: NO 

PC CD 


‘TOMB RAIDER 3° 
Release: NOW 


‘TOMB RAIDER 2 GOLD’ 
Release: NOW 


‘TOMB RAIDER GOLD’ 
Release: NOW 


‘TOMB RAIDER 2’ 
Release: NOW 


‘MORTYR’ A 1st person shooter 
set in several historical & futuris- 
tic environments. The game 
revolves around a time-traveling 
soldier who fights Nazis in the 
1940s & their distant cousins in 
the future. Both parts of the game 
EUM - 1944 and the future - have dif- 
ferent sets of weapons and ene- 
mies. Except for the single player 
missions, the game contains a 
| variety of multiplayer levels - 5 
deathmatch, 4 cooperative plus 1 
Capture The Flag level 
Interplay (Action) 
1 | Release: NOW 
PC CD 


Y 


TA 


A 


RI 


*X-COM ALLIANCE' is the fifth 
game in the X-COM series, com- 
bining fast action alien combat 
with in-depth strategy to create an f || 
exhilarating and addicting multi- 
player gaming experience. Fight | 
invading aliens in a first-person | 
combat environment. Features the 
rich 3-D graphic environment of 
the Unreal 3-D engine. 


‘DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the 
evil Dr. Benedict through 4 differ- 
ent eras. Advance in multiple skill 
levels such as Attack Power, 
Attack Speed, Running Speed, 
Maximum Health and more. 
Incredible graphics and challeng- 
ing artificial intelligence. 


JOHN ROMERO'S 


Microprose (Action) 
Release: 4/00 
PC CD 


Eidos (Action) 
Release: 3/00 
PC CD 


TILE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE Time RELEASE PRICE 
10th Planet 04/00 $38.95 Carmageddon 2 11/98 $18.95 Demolition Racer 11/99 $21.95 Drakan 08/99 $24.95 Flint 05/00 $44.99 
Abomination 10/99 $27.95 Carmageddon Hig Octane09/98$9.95 Descent 2 03/96 $7.95 Driver 10/99 $28.95 Forsaken 05/98 $9.99 
Alien Ressurection 02/00 $42.95 Carmageddon MaxDamg02/98$29.99 Descent 3 06/99 $26.95 Duality 04/00 $46.99 Freespace Battle Pack 09/99 $14.95 
Alien Vs Predator 06/99 $29.95 Carmageddon Splat Pak12/97$15.95 Duke 3D Lifes Beach 02/98 $19.99 Fur Fighters 04/00 $39.95 
Amen: The Awakening 04/00 $39.99 Carnivores 01/99 $19.95 Descent 4 03/00 $45.99 Duke 3D Nuclear Wnter03/98 $15.99 Future Cop: L.A.P.D. — 12/98$16.95 
Armor Command 03/98 $24.99 Carnivores 2 02/00 $18.95 Descent Defin Coll 01/98 $17.95 Duke 3D Plutonium Pk 12/96 $15.99 Gangster 05/00 $44.99 
Battlezone 03/98 $12.95 Creed 01/00 $44.99 Descent Freespace 06/98 $10.95 Duke Nukem 3D 05/96 $18.95 Grand Theft Auto wExp 04/99 $27.95 

Critical Depth 05/00 $42.95 Descent Freespc Exp Pk10/98$18.95 Duke Nukm 3D Atomic 01/97 $12.99 Guardian 05/99 $48.99 
Battlezone Gold 09/99 $27.95 Cryptic Passage Blood 07/97 $17.99 Descent: Freespace 2 10/99 $27.95 East Meets West 03/98 $39.99 Guardians of Darkness 06/99 $44.99 
Battlezone Level Pack 04/99 $18.99 Cyberstrike 2 11/98 $19.99 Devastator 07/99 $44.99 Evil Dead:Ashes 2 Ashes04/00$39.95 Gulf War:OpDesertHmmr09/99$23.95, 
Battlezone: Red Odyssey04/99$28.95 OF 2 Jedi Knight wSith 09/98 $28.95 Gunmetal 12/98 $34.99 
Blood 06/97 $8.95 Dark Vengeance 12/98 $12.99 Die by the Sword 03/98 $14.95 Excalibur 2555 11/97 $8.99 Half Life. 11/98 $19.95 
Blood 2 12/98 $34.95 Dead Reckoning 10/98 $29.99 Die by the Sword Exp Pk10/98$18.95 Fatal Abyss 11/98 $28.99 
Blood 2: Nightmare Lvls03/99 $8.95 Death Trap Dungeon 06/98 $6.99 Die Hard Trilogy 2 03/00 $28.99 Fighter Pilot 10/98 $19.99 Half Life Oppsing Fre 11/99 $27.95 
Blood: Опе Unt Whl Bld10/98$19.99 Defiance 11/97 $15.99 Dominion Wars 11/99 $45.99 Final Doom 06/96 $19.99 Half Life Team Fort? — 05/00 $42.95 
C&C Renegade 04/00 $42.95 Delta Force. 10/98 $18.95 Doom 2 W95 06/96 $9.99 Flash Point 03/00 $32.95 Half Life:Game YearEd 07/99 $32.95 
Carmageddon 07/97 $14.95 Delta Force 2 11/99 $34.95 Doom Trilogy 12/97 $25.95 Flesh Feast 05/98 $19.99 Halo 05/00 $42.95 
©2000 CHIPS & BITS, ING. Poio 


FACTION GAME OF THE YEAR” 


їй Action Game of th 
эп the Шага 


Time 
Hatfields & Мсоуѕ 
Heavy Gear 
Heavy Gear 2 
Heretic 2 


RELEASE PRICE 
02/00 $18.99 
11/97 $14.99 
06/99 $18.95 
12/98 $18.95 

Hexen 2 09/97 $26.99 

Hexen 2 Hexmaker 02/98 $29.99 

Hexen 2: Portal Praevus04/98$24.99 

Hexen W95 06/97 $9.99 

Hidd Dang Missn Pk 01/00 $23.95 

Hidden & Dangerous 07/99 $18.95 

Hidden & Dangerous 2 04/00 $42.99 

Hired Team 04/00 $39.99 

Hitman: Codename 47 05/00 $32.95 

Incoming Add On 02/00 $23.99 

Interstate 76 03/97 $9.99 

Interstate 76 Arsenal 03/98 $9.95 

Interstate 82 11/99 $27.95 


Time 
Kill-A-Ton Collection 
Kingpin: Life Crime 
League of Pain 
Meat Puppets 
Mech 2 Titanium Tril 
Messiah 
MIA 
Midtown Madness 
Mob Rule 
Montezumas Return 
Mortyr 
Navy SEALs 
Nerf ArenaBlast 
Nighmare Creatures 
Nihilist 
No One Lives Forever 
0.D.T. 


RELEASE PRICE 
01/98 $34.95 
07/99 $28.95 
04/97 $25.99 
07/97 $14.99 
04/98 $14.99 
03/00 $39.95 
12/98 $17.95 
05/99 $39.95 
08/99 $38.95 
10/98 $19.99 
12/99 $38.95 
12/99 $49.99 
12/99 $39.99 
12/97 $14.99 
05/97 $12.99 
02/00 $39.99 
11/98 $28.95 


TILE 
Obi Wan 
Outlaws W95 
Planet of the Apes 04/00 $39.99 
Postal Bundle 09/98 $16.99 
Prey 01/00 $39.99 
Quake 11/96 $18.95 
Quake 2 12/97 $17.95 
Quake 2 Juggernaut 03/98 $15.99 
Quake 2 Mission Pk 1 06/98 $12.95 
Quake 2 Mission Pk 2 09/98 $12.99 
Quake 2 Net Pack 1 02/99 $13.99 
Quake 2 Zaero 06/99 $28.99 
Quake 3 Arena 12/99 $33.95 
Quake Bundle Pack — 01/99 $18.95 
Quake Mission Pack 1 03/97 $14.99 
Quake Mission Pak 2 04/97 $15.99 
Quake Quad Damage 05/99 $27.95 


RELEASE PRICE 
04/00 $42.95 
04/97 $24.99 


-| TAcHYON 


TESTER: 


METAL 


AGE 


Tue RELEASE PRICE 
Quake: X-Men for Qke 12/97 $18.95 
Rainbow Six Gold 06/99 $22.95 
RainbowSix Eagle Watch01/99$17.95 
Rapid Assault 01/00 $5.99 
Rebel Moon Revolution 08/99 $36.99 
Rebel Moon Rising 06/97 $19.99 
Recoil 03/99 $34.99 
Red Fury. 02/00 $42.99 
Rednck Rmpg Pssm Bay10/98$12.99 
Redneck Rampage 04/97 $12.95 
Redneck Rampge Lvls 03/98 $19.99 
Redneck Rmp Rides Agn05/98$19.99 
Rednk Rmp FamReunion03/99$24.95 
Requiem 04/99 $19.95 
Resident Evil 10/97 $18.95 
Resident Evil 2 03/99 $29.99 
Road Wars 04/99 $44.99 


$39.95] 


Time 
Rogue Spear 
Rollcage 
Rollcage 2 
Saboteur 
Sanity 


RELEASE PRICE 
10/99 $28.95 
03/99 $34.99 
03/00 $38.99 
11/99 $39.99 
02/00 $44.99 

Shadow Master 03/98 $39.99 

Shadow Warrior 09/97 $9.99 

Shadows of the Empire 09/97 $19.99 

Shattered Reality 01/00 $42.99 

Shell Shock 01/00 $19.99 

Shock Force 05/99 $39.99 

SHOGO:Mobile Armr Div10/98$18.95 

Sin 11/98 $18.95 

Sin Mission Pack 1 02/99 $12.99 

Slave Zero 12/99 $28.95 

Soldier of Fortune 03/00 $42.95 

South Park 03/99 $28.95 


)MPUTER 


ACTI 


" 


Interplay (Action) Release 
PC CD 


“STAR TREK: KLINGON ACADEMY’ 
includes a 30 mission, solo-play campaign 
& multiplayer mode. Features 3D interac- 
tive space terrain, innovative gunnery chair, 
over 40 new warships, 10 new weapon sys- 
tems, and a comprehensive mission editor. 


: 4/00 


"STAR TREK: HIDDEN EVIL’ 
mysterious, ancient Star Trek civilization, 
lushly re-created in immense 3-D rendered 
environments. Take on foes with deadly 
weapons, such as phasers and--for the 
first time ever--the Vulcan Nerve Pinch. 
Activision (Action) Release: NOW 
PC CD 


Explore a 


ELITE FORCE 


pal 
‘STAR TREK: ELITE FORCE' This 1st game 
based on Star Trek Voyager pits players 
against a multitude of Star Trek enemies, 
including the relentless Borg and never- 
before-seen aliens, in intense single-player 
and multiplayer combat missions. 
Activision (Action) Release:6/00 
PC CD 


‘STAR TREK DEEP SPACE NINE: THE 
FALLEN’ uses the Unreal Tournament 
engine to bring the Deep Space Nine world 
to life in this intense third person action 


game. 
Simon & Schuster (Action) 
Release: 4/00 

PC CD 


that emphasizes hand-to-hand 


cate. 


'ONI' is a 3rd person 3D action/adventure 
gunplay. Set in the year 2032, you play 
Konoko, an elite agent on a quest to infil- 
trate and destroy a ruthless crime syndi- 


ERAD (Action) Release:6/00 
PC CD 


‘HALI 
combat & 


tanks, 


0' 


hovercraft, 


is a 3rd person action/shooter 
from the creators of Myth. You are one 
fighter of an army in a battle between 
humans & aliens, each with their own 
weapon types. Vehicles include jeeps, 
aircraft, 
Bungie (Action) Release: 5/00 
PC CD 


& more. 


“RAINBOW SIX: ROGUE SPEAR’ Features 
new weapons, snipers, terrorists & hostages. 
Guide your team with a joystick, add more ter- 
rorists with the mission editor, & send your 
friends a copy of your greatest attack with the 
cinematic repla feature. 

Red Storm (о) 

Release: NOW 

PC CD 

‘RAINBOW SIX GOLD’ 

Release: NOW 
‘RAINBOW SIX For MAG’ 
Release: NOW 


PEA 


‘STAR LANCER’ combines 1st 
person space combat with the 
drama & intrigue of a classic air 
combat movie. Countries from 
around the world including the 
U.S., China, Russia & England 
J have formed strategic alliances & 
now battle for control of Earth, 
Mars & other planets across the 
solar system. As part of a newly 
formed, ragtag aviation unit, the 
45th Volunteers Squadron, play- 
ers must prove themselves & 
earn the respect of their peers. 
Microsoft (Action) 
Release: 4/00 
PC CD 


‘INTERSTATE 82' Based on 
Activision's new Dark Side game 
engine, !'82 takes you on a light- 
ning-fast road rage across asphalt 
battlefields crammed with lethal 
enemies. Enjoy an arsenal of new 
weapons to choose from includ- 
ing studded muscle cars, armed 
motorcycles, exotic ‘80s super- 
cars, and more. You'll peel out 
with real-to-life vehicle physics 
and photo-realistic graphics, plus 
special new multiplayer gameplay 
modes. 

Activision (Action) 

Release: NOW 

PC CD 


‘MDK2’ Play as all 3 quirky char- 
acters: the hero Kurt, the robotic 
dog Max, and the ecentric Dr. 
Hawkins, each offering a differ- 
ent gameplay experience. 
Features 8 levels of 3D action, 
larger rooms, outdoor environ- 
ments, trickier enemies, & more 
overwhelming odds. Loads of 
new gadgets and weapon addi- 
tions! 


Interplay (Action) 
Release: 4/00 
PC CD 


Г) 


Time RELEASE PRICE mi RELEASE Price 
Space Bunnies Must Die11/98$19.99 The Devil Inside 12/99 $42.99 
Spec Ops 2 11/99 $27.95 c 
Spec Ops: Rngrs Ld Way04/98$17.99 Thief Gold: Dark Projct 11/99 $19.95 
Spec Ops:Ranger Gold 11/99 $27.99 Thief: The Dark Prict 12/98 $14.95 
SpeedTribes 01/00 $42.99 Thunder Brigade 10/99 $9.99 
Star Trek Hidden Evil 12/99 $24.95 Tomb Raider 11/96 $6.95 
Star Trek Kling Hnr Grd 10/98 $7.95 Tomb Raider 2 11/97 $14.99 
Star Trk DS9 Fallen 03/00 $38.95 Tomb Raider 2 Gold 06/99 $19.95 
Star Trk Generations 05/97 $19.99 Tomb Raider 3 11/98 $18.95 
Star Trk Кіпдоп Acadmy04/00$39.95 Tomb Raider 4 12/99 $28.95 
Starlancer 04/00 $42.95 Tomb Raider Gold 03/98 $14.95 
Starsge Trbe Actn Pk 10/99 $28.95 Tomb Raider Lost Artfct03/00$17.95 
Starsiege: Tribes 12/98 $17.95 Tomb2/Total Bundle — 10/99 $14.95 

Total Ruin 2 05/96 $9.99 
System Shock 2 08/99 $38.95 Trespassr Jrssic Park 10/98 $24.99 
Tachyon: The Fringe — 03/00 $36.95 Turok Dinosaur Hunter 01/98 $29.99 
Take No Prisoners 10/97 $5.95 Turok Dinosr Huntr2 02/99 $39.99 


©2000 CHIPS & BITS, INC. 


ТтЕ 
Twisted Metal 2 
Ultimate Doom 
Unreal 
Unreal Gold Bundle 
Unreal Level Pack 


Urban Chaos 
Vigilance 

Virtual Encounter 
Virus 
Waterworld 
Weekend Warrior 
Wolfenstein 3D. 


WorldsScars PlcChases04/00 $42.99 


WW II G.I. 
X-Com Alliance 
Xcom collection 


RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
11/97 $19.99 Abomination 01/00 $17.99 Rainbow Six Gold 03/99 $12.99 
06/96 $12.95 Alien Vs Predator 07/99 $16.99 Requiem 04/99 $16.99 
06/98 $22.95  Daikatana Auth Strat 11/99 $17.99 Rogue Spear 10/99 $17.99 
ОЗО ЗВ Descent 3 06/99 $17.99  SHOGO:Mobile Arm Div09/99 $19.99 

( Die by Sword OSS 09/99 $19.99 STrek:KlingonH Grd OSG05/99$14.99 
42/99$27.95 Огакап 09/99 $17.99 SWAT 3 Clse Qtrs Bttl. 01/00 $17.99 
11/98 $18.99 Duke Nukem Forever 02/00 $17.99 Star Trek Hidden Evil 12/99 $17.99 
01/00 $9.99 Evolva 03/00 $17.99 Starsiege: Tribes 01/99 $16.99 
12/97 $7.99 Half Life Oppsing Fre 12/99 $17.99 
1087 I Interstate 82 OSG 12/99 $17.99 Thief 2 03/00 $17.99 
03/98 $1 795 Messiah OSS 11/99 $19.99 Thief Gold Dark Project12/99 $17.99 

Mob Rule 08/99 $17.99 Tomb Raider 3 OSG 12/98 $13.99 
05/99 $19.99 Quake 2 Auth 10/99 $16.99 Tomb Raider 4 12/99 $12.99 
04/00 $42.95 Unreal 06/98 $15.99 
11/99 $27.95 Rainbow Six 11/98 $16.99 Urban Chaos 01/00 $17.99 


Pod 


‘CHAMPIONSHIP MANAGER 3' Features 
realistic scouting simulation, historical: data 
on clubs and players, new match engine and 
tactics editor. Up to 16 players can play on 
one machine or via LAN. Accurate profiles 
and histories for over 25,000 players, man- 
agers, and coaches, collected by football fans 
from every corner of the globe. 


Eidos (Sports) 
Release: 6/00 
PC CD 


‘DEER HUNTER 3’ 
tures as a full Virtual hunting season where 
you can actually scout deer during the presea- 
son. Then return for the season opener and 
hunt through the entire hunting season. All 
hunting areas are created from USGS terrain 
data. The landscapes are accurately depicted 
with sounds and trees, including birds and 
vegetation indigenous to the areas, also make 
Deer Hunter 3 as realistic as it can get. 

GT (Sports) 
Release: NOW 
PC CD 


incorporates such fea- 


HEAL AS 
ITGETS 


ACTION 


‘BASEBALL MOGUL is an addictive baseball 
franchise simulator. Assume the role of 
j General Manager & Manager for a profes- 
sional baseball team of your choice. Real 
players with real stats. Alter lineups, bring up 
minor leaguers, make trades, sign free 
agents, & hire & release players.Set the start- 
ing defense, batting order & pitching rotation 
for your team. Craft trades & sign players, 
competing with Al player agents managers. 


"MADDEN NFL 2000’ All new polygon player 
graphics, motion captured hits & moves and 
amazing speed deliver all-out NFL action. 
Player Editor lets you change player ratings & 
the Madden Challenge lets you test & develop 
your skills. Play a game or a full season for 
realistic NFL gameplay. 

EA (Sports) 

Release: 
PC CD 


ow 


Infinite Monkey (Sports) 
Release: NOW 
PC CD 


‘MADDEN NFL 2000 For MAC’ 
Release: NOW 
| MAC 


‘TEST DRIVE LEMANS’ choose 
from over 50 cars and over 25 
| racing teams, each with multiple 


I and set-up routines allowing 
players to maximize perfor- 
mance. With vintage Le Mans 

II around-the-clock racing, day-to- 
night-! 
and realistic night time effects, 
"Test Drive Le Mans' promises. 
intense racing action. 


Infogrames (Sports) 
„| Release: 6/00 
PC CD 


day lighting conditions 


"NASCAR RACING 3' Features 28 
Î tracks & 45 drivers from the 1999 


[| Stunning 3D graphics & surround 
sound, ultra-competitive Artificial 
Intelligence, internet multiplayer 
competition, audio feedback from 
your spotter & crew chief and 
much more. Enhanced, aggres- 
sive Als fight you for every posi- 
tion on the track. You'll have to 
drive it to believe it! 


Sierra (Sports 
Release: NO 
PC CD 


‘NBA LIVE 2000' 


matchups:Bird Vs. 


puts you 
smoothly in the heart of the 
action. New player speech & 
facial expressions put attitude on. 
^t the court. Play against one of 5 

Î All-Star teams from the last 5 
| decades or create your own 
Malone, 
jÎ Jabbar vs. Shaq, etc. Track stats, 
|| trade players, unlock hidden play- 
ers on your way to the finals. 


ITLE RELEASE PRICE 


3D Hunting: Extreme 
3D Hunting: Grizzly 
3D Hunting: Shark 
3D Hunting: Whitetail 


05/99 $19.95 
04/99 $19.99 


04/99 
09/98 


3D Hunting:TrophyGame04/99 


3-D Ultra Cool Pool 
3D Ultra Mini Golf Dix 
Afrcn Safari Trphy Hntr 


09/99 
11/98 
03/99 


Amercn Deer Hntr 200008/99 


American Bull Riding 
AMF Pro Bowl 2 
APBA Baseball 5 
Backyard Baseball 
Backyard Football 
Риз. 


12/99 


18.99 
18.99 
19.99 
19.99 
$9.99 
16.99 


18.99 
18.99 


03/00 $18.99 


08/99 
10/99 
10/99 


42.99 
19.99 
34.99 


Time RELEASE PRICE 
Backyard Soccer 10/99 $19.99 
Baseball Mgl Wrld Srs 12/98 $28.99 
Bass Masters Clssc TE 09/98 $39.99 
Bass Pro Fishing 06/98 $12.99 
Big Game Hunter 03/98 $19.99 
Bird Hunter 10/98 $17.99 
Brnswck Frst Strk Bw! 12/99 $39.99 


Brnswk Pro Pool 3D 2 02/00 $18.99 
Browning African Safari02/99 $19.99 
Brunswick ProBowling 10/98 $19.99 
BuckmstrTop Bow Chmp02/00 $18.99 
Cabela BGH 3 Exp Pck 01/00 $18.99 
Cabela Big бте Hntr 2 02/99 $19.99 
Cabela Big бте Hntr 3 12/99 $18.99 


TITLE RELEASE PRICE 
Cabela Special Permit 11/98 $15.99 
Cabela Sptsmns Chling 06/99 $18.99 
Cabela's Grand Slam 03/00 $18.99 
Cabela's Shotgun Sports05/99 $19.99 
Dagger Whtewtr Extrm 12/99 $19.99 
Deep Sea Trophy Fishng12/98 $14.95 
Deer Hntr Mnstr Buck Pk03/99$14.99 
Deer Hunt Challenge 10/99 $16.99 
Deer Hunter 02/98 $9.99 
Deer Hunter 2 09/98 $18.95 


Deer Hunter 3 Gold 03/00 $19.95 
Deer Hunter Companion09/98 $9.99 
Drag Racing 3D 09/99 $18.99 
Elite Air Hockey 09/99 $19.99 


Ime RELEASE PRICE 
ESPN XGamesProBoardr12/98$19.99 
Expert Pool 02/00 $35.95 
Extreme 4x4 11/99 $18.99 
Extreme Bullriding 02/99 $18.99 
Extreme Mountain Bkng05/99 $18.99 
Extreme Rock Climbing08/99 $18.99 
Extreme Rodeo 01/00 $18.99 
Extreme Tennis 03/99 $18.95 
Extreme Winter Sports 10/99 $18.99 
F&Stream T Bass 3D 07/99 $24.99 
F&Stream Trph Buck 3D10/99 $29.99 
F&Stream Ult Fsh Pk 07/99 $18.99 
Face Off Hockey 09/99 $36.99 


Field&Stream rophyBuck01/00$39.99 


Time 
FIFA Soccer 99 


12/98 


FOX Sports Soccer 99 06/98 
Full Strength Comptn 08/99 
Gms Email: РЫІ 
Gms Email: NASCAR 
Golf Elite Coll. 

Golf Pro Classic 
Great Fishing 02/99 
Hardball 6 2000 Ed 04/99 
Harley: Road to Sturgis04/00 


12/99 
03/98 
10/99 


RELEASE PRICE 


29.99 


19.99 
18.99 


09/99 $18.99 


18.99 
19.99 
27.99 
16.99 
18.99 
18.95 


High Heat Baseball 200103/00 $35.99 


High Heat Baseball 99 04/98 
High Heat Bseball 2K 04/99 
Intply Spts Bsball 2K SE04/99 


12.99 
16.95 
34.99 


©2000 CHIPS & BITS, INC. 


‘FIFA 2000' All new polygon player graphics, 
motion captured hits & moves and amazing 
speed deliver all-out NFL action. Player Editor 
lets you change player ratings & the Madden. 
Challenge lets you test & develop your skills. 
Play a game or a full season for realistic NFL 
gameplay. 


‘LINKS LS 2000’ 5 new courses plus St 
Andrews Old Course, improved graphics, 4 
new golfers, 5 new modes of play, including 
Fuzzy Zoeller's Wolf Challenge & а new one- 
click swing. 

Access (Sports) 


Release: NOW 
Pc cD 
| ‘LINKS LS 99° 
Release. NOW Release: NOW 
PCCD LLINIS 2000 10 Course Pk. 


‘FOOTBALL MOGUL’ If you have ever said "If 
only | ran the team’, this is the game for you. 
You are at the helm of your favorite football 
team as general manager and head coach, 
controlling every element of football from the 
front office to the playing field. Win or lose, 
its up to you! 


"OFFICIAL FORMULA 1 RACING 99' features 
all the teams, drivers and circuits from the 
1999 Formula 1 season. Take part in the 
whole weekend or simply take part on race 
day. The game enables up to 12 players to 
race against each other & replay the race from 
any camera and any car. 

Eidos (Simulation) 

Release: NOW 
PC CD 


Wizard Works (Sports) 
Release: NOW 


‘OFFICIAL FORMULA 1 RACING 98° 
Release: NOW 


= 


"ewe ‘NHL 2000’ Big hits, fast skating 
t| action and smooth control make 
"this the best NHL sim yet. Start 
with your team and take it all the 
way to the Stanley Cup in season 
mode, or learn offensive and 
defensive modes in the tutorial 
level. Take a hit, drop the gloves 
and slug it out or defeat your 
opponents by swift skating and 
awesome scoring combos. 


TIGER WOODS PGA TOUR 
2000’ Big hits, fast skating action 
and smooth control make this the 
best NHL sim yet. Start with your 
team and take it all the way to the 
Stanley Cup in season mode, or 
learn offensive and defensive 
modes in the tutorial level. Take a 

" | hit, drop the gloves and slug it out 
or defeat your opponents by swift 
skating and awesome scoring 
combos. 


‘HORSE RACING’ is a complete 
and exciting interactive experi- 
ence. You're in control of every- 
thing from buying and selling top 
bred horses to training them ona 
variety of tracks. Manage your 
funds, place your bet, win the 
race and grow your stable to find 
out who is the ultimate horse 
Racing champion. 


Activision (Sports) 
Release: NOW 
PC CD 


EA (Sports) 
Release: NOW 
PC CD 


EA (Sports 
Release: NOW 


TITLE RELEASE PRICE TITLE RELEASE PRICE TILE RELEASE PRICE TILE RELEASE PRICE TITLE RELEASE PRICE 
Jack Nicklaus Golf 4 03/98 $14.99 М5 Baseball 2000 04/99 $18.99 Offcl Frmla 1 Reng 98 06/99 $17.95 Rocky Mtn Trophy Hntr05/98 $17.99 Т NugentExtHuntng USA10/99 $17.99 
Jek Nickls Gldn Bear 03/99 $29.99 MS NFL Fever 2000 09/99 $19.95 Safari Hunter 09/99 $23.99 Tiger 99 08/98 $19.99 
Jimmy Hstn BassTrnUSA06/98$14.95 NASCAR Racing 3 09/99 $29.95 PBA Bowling 2 01/00 $19.95 Salt Water Fly Fishing 07/98 $12.99 Tiger 99 Tournament Crs08/98$18.99 


K2 Ext Winter Sports 04/99 $18.99 
Links Extreme 05/99 $24.99 


Links LS 2000 10-Crs Pk02/00$19.95 
Links LS 99 11/98 $26.95 
Links LS 99: Phoenix CC04/99 $18.95 
LinksL 99USOpenPnhrst07/99 $19.99 
Madden NFL 2000 09/99 $34.95 
Madden NFL 99 10/98 $15.95 
Micro NBA 2000 12/99 $39.99 
Motor Racing 01/00 $38.99 
Mountain Game Hunter09/99 $14.99 
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NASCAR Revolution 02/99 $21.99 
NASCAR Revolution SE12/99 $31.99 
NASCAR Road Racing 09/99 $14.95 
NBA Basketball 2000 10/99 $29.95 
NBA Inside Drive 2000 10/99 $17.99 
NBA Live 2000 10/99 $36.95 


NFL Blitz 10/98 $39.99 
NFL Blitz 2000 11/99 $24.95 
NHL Hockey 2000 09/99 $36.95 


NIRA Drag Racing 09/99 $28.95 
No Fear Dhill Mntn Bkng12/99 $28.95 


PGA Championship Golf07/99 $26.95 
PGA Tour Gold 10/99 $14.99 
Powr BarExtr Rck Clmbg10/99$19.99 
Power Boat Pure Power08/99 $12.99 
Pro 18 World Tour Golf05/99 $19.99 
Pro Bass Fishing 04/99 $14.99 
Pro Pool 3D 2 01/99 $18.99 
Profssnl Bull Riders 10/99 $18.99 
Roky Mtn Trphy Hntr 2 08/99 $17.95 
Redneck Deer Huntin’ 08/98 $19.99 
Remington Top Shot 12/98 $18.99 
Rmngtn Upland Hunting01/99 $19.99 


Senior PGA Tour Golf 03/99 $19.99 
Sensible Soccer 98 07/98 $27.99 
Sierra Sport Cart Racing01/99 $19.99 


Sporting Clays 04/98 $14.99 
Sports Car GT 04/99 $14.95 
SS Baseball Pro 98 09/98 $19.99 
SS Ski Racing 07/98 $16.99 
SS Trophy Bass 2 Dix 07/98 $26.99 
SS Viper Racing 11/98 $18.99 
Strike Zone 02/99 $26.99 
Supreme Snowboarding11/99 $37.99 


Tiger 99 TPC Courses 08/98 $17.50 
Tiger WoodsPGATou ClIn09/99$28.95 
Total Soccer 2000 10/99 $44.99 
Triple Play 2000 04/99 $17.95 


Triple Play 99 03/98 $14.99 
Trophy Bird Hunter 10/99 $38.99 
Trophy Buck 12/98 $29.99 
Trophy Buck 3D 10/99 $19.99 
Virt Deep Sea Fishing 04/99 $18.99 
Virtual Tennis 05/99 $18.99 


World Strngst Mn Comp09/99 18.99 
0 


COMPUTER GAMES 


SIMULATION 


‘SILENT HUNTER II’ recreates the battles 
between Hitler's U-boat force & Allied convoys. 
Multiplayer mode for hot action & cooperative 
play over the Internet or LAN. Multiple difficulty 
levels & enhanced dynamic campaign complete 
avery detailed & realistic environment. 
Mindscape (aon) 

Release: 8/00 

PC CD 


‘SILENT HUNTER COMMANDER'S EDITION’ 
Release: NOW 


*BATTLECRUISER MILLENIUM’ The success off 


е е! liec the v2.0x series & demand for multiplayer &| 


more 3D graphics card support prompted this| 
release. Take everything in the v2.0x series port- 
ed to native WIN9x, wrap the new graphics & 
multiplayer engines developed for BATTLE- 
CRUISER 3020AD around it & you get the mosí 
advanced title in the series to date. 


3AD1 (Simulation) 
Release: 6/00 
PC CD 


ie Release: NOW 


‘DIRT TRACK RACING’ Race 
through 12 separate series on 30 
tracks, including Oval, D-Oval, 
Tri-Oval and Figure 8with prac- 
tice, in qualifying, heats & main 
vents. Select from 18 vehicles, 
n 3 classes of racing machines: 
Pure Stock- Entry level cars with 
no modifications, Production 


ars, & Late Models- 

E Professional, highly modified 800 
Hp cars with fiberglass bodies. 
GT (Simulation) 


C CD 


‘MECH WARRIOR 3 PIRATES 
MOON: EXPANSION PACK’ 
Features 20-plus new missions & 


BattleMech chasses, 5 new 
weapon types including the 
Thunderbolt Missile, improved Al 
for additional combat maneuvers, 
4 new maps for online play, new 
environments & night missions, 
improved special effects. 
Microprose (Simulation) 
Release: NOW 

PC CD 


‘MECH WARRIOR 3’ 
Release: NOW 


'GUNSHIP 3’ This fast- 
paced,action-packed adventure 
will take you to the peak of real- 
ism. Fly 4 different attack heli- 
copters- AH-64D Apache, AH-1Z 
Cobra, Eurocopter Tiger, or the 
Mi-28 Havoc- in either the 
Instant Action mode or through a 
variety of superbly simulated 
campaigns. 


Microprose (Simulation) 
Release: 4/00 
PC CD 


NELLE race tracks. Multiplayer via 


NEED FOR SPEED 5: PORSCHE 
UNLEASHED' Fast-paced races 
for instant action: high speed 
thrills with traffic, cops, crashes 
& real damage. Mission-based 
challenges reward 360 * burn- 
outs, smoking tires & more with 
S tougher tests if you survive. Nine 
European open road courses plus 


О Bell 206B JetRanger Ill heli- 


"MICROSOFT FLIGHT SIMULA- 
TOR 2000: PROFESSIONAL EDI- 
TION' is geared to Flight Sim 
enthusiasts, real pilots, & those 
who want "more features & more 
content". Enjoy single-engine air- 
planes like the Cesna 182S to the 
Boeing 777-300. Go supersonic 
in the Concorde or hover in the 


J F/A-18E SUPER HORNET’ A 
high performance, multi-role jet 
fighter capable of precision 
weapons delivery in day, night 
and adverse weather conditions. 
Take-off and landing on the 
world's first fully interactive carri- 
er deck, 40 missions, 2 war 
zones, Multi-player head-to-head 
network play for up to 24, & cut- 


Mies 


\ EA (Simulation) 
WEED FOR SPEED Release: 4/00 
Capea 1 


* fs) NEED FOR SPEED 4” 
Release: NOW 


modem, LAN & direct link. 


PROFESSIONAL EDITION 


copter. 


TOR 2000’ 


Release: NOW 


Microsoft (Simulation) 


‘MICROSOFT FLIGHT SIMULA- 


ting-edge weaponry. 


Interplay (Simulation) 
Release: 3/00 
PC CD 


Tme RELEASE Price Tme Reese Расе Tme Resse Paice Tme Release Paice Tme йм Расе 
1943 Euro Air War 11/98 $28.95 Caesar's Palace 2000 04/00 $26.95 F-22 Raptor 12/97 $19.95 Grand Prix 500 02/00 $28.99 Kid Pilot 01/99 $19.99 
3D Railroad Master 10/98 $49.99 Castrol Hond Sbike 200009/99$24.95 F22 Total Air War 10/98 $14.95 Grand Prix Legends 10/98 $18.95 Lawn Mower Man 12/94 $19.99 
3D Ultr Rdo Cntrl Reng 09/99 $18.95 Castrol Honda Superbike05/98$29.99 r Grey Wolf 05/95 $12.99 Longbow Anthology 08/98 $14.95 
Absolute Zero 11/95 $19.99 Comanche 3 04/97 $17.99 Falcon 3 Classic 10/97 $8.95 Gunship 03/93 $0.00 Luftwaffe Commander 12/98 $24.95 
Aces Collection 2 05/97 $27.95 Comanche 4 04/00 $38.99 Falcon 4.0 wBinder 12/98 $18.95 Gunship 3 03/00 $42.95 М1 Tank Platoon 2 04/98 $18.99 
Aces of Deep MD 03/95 $23.95 Comanche Gold 05/98 $29.99 Falcon Gold 07/94 $9.99 Hangsim 06/00 $39.99 М1 Tank Platoon 3 04/00 $42.99 
Aces: X-Fighters W95 01/00 $42.99 Conquer the Skies 10/97 $8.95 Fghtng Flen Bck Bgdd 07/97 $25.99 Harley-Dvdsn's Васе Am01/00$19.99 M1A2 Abrams 03/97 $6.99 
Across the Rhine 08/95 $9.99 Curse You! Red Baron 12/99 $9.95 Fighter Duel 2 01/00 $44.99 iF/A-18 CSF 08/98 $37.99 Mars Maniacs 02/00 $36.99 
AH 64 Longbow Gold 04/97 $24.99 Dawn of Aces 12/98 $14.99 Fighter Squadrn: SDOE 03/99 $28.95 iF-22 Raptor 07/97 $8.95 ^ MechWarr2Mrenrs3Dfx07/97 $12.99 
Air Cmbt Pacfic 1942 06/94 $6.99 Deep Fighter 06/00 $44.99 Fighter Wing 12/94 $19.99 iF-22 v5.0 03/98 $35.99 MechWarrior 2 07/95 $12.99 
Air Combat 1942 Gold 03/95 $7.95 Delta V 09/94 $8.99 Fighters Anthology 09/97 $14.95 Independence War 2 05/00 $42.95 MechWarrior 2 Exp Pcki2/95 $11.99 
Air Combat Classics 10/93 $14.99 Destroyer Command 06/00 $42.95 Flen 3, MiG 29, FS Tikt 06/99 $18.95 Mechwarrior 2 NetMech07/96 $15.99 
Air Warrior 2 02/97 $14.95 Flight Combt Thndr Erpe02/00 $44.99 Inertia 04/99 $43.99 MechWarrior 3 06/99 $18.95 
Air Warrior 3 12/97 $14.95 EF 2000 V 2 07/97 $18.95 Flight Sim Toolkit 12/93 $19.99 Interceptor 03/99 $26.99 MechWarrior З Exp Pk 12/99 $24.95 
AMA Superbike 09/99 $34.99 Extreme Assault 07/97 $29.99 Flight Un 3 Scenery 06/00 $44.99 iPanzer 44 04/98 $8.95 Mig 29 12/93 $39.00 
Apache 08/05 $7.99 F/A 18Hornet/Korea Bndl09/98 $28.95 Flight Unlimited 2 12/97 $18.95 Israeli Air Force 09/98 $16.95 
Apache Havoc 04/99 $39.99 F/A-18E Super Hornet 03/00 $39.99 Flight Unlimited 3 09/99 $28.99 Jane's Attack Pack 12/99 $18.95 Mile High Club. 06/95 $9.95 
Archimedean Dynsty 11/96 $14.99 F-15 03/98 $14.95 Fly Hunter 11/98 $29.99 ^ Jane's F/A-18 01/00 $34.95 Monaco Grand Pri Rcg 206/99$31.99 
Ares Rising 09/98 $18.95 F-16/ MiG 29 Bundle 10/98 $27.95 FLY! 08/99 $27.95 Jane's USAF 10/99 $36.95 Monster Truck Madness10/96 $19.99 
Armored Fist 2 10/97 $14.95 F-16 Agressor 06/99 $19.99 FLY! II 11/00 $39.99 JetFighter3 Classic 10/99 $14.99 Moto Racer GP 2 11/98 $14.95 
Armored Fist 3 10/99 $17.95 F16 Fighting Falcon 09/97 $9.99 Fly! MegaScnry P Nwest02/00 $19.99 Jet Fighter 3 Missn 05/97 $25.99 Motocross Madness 08/98 $18.95 
Assignment Miami 03/91 $9.99 F-22 ADF 12/97 $14.95 Flying Corps Gold 02/98 $15.99 Jet Fighter 3 Platinum 11/97 $34.99 Motocross Madness 2 05/00 $42.99 
ATF Gold 03/97 $12.99 F-22 ADF Red Sea Ops 10/98 $12.95 Flying Heroes 04/00 $44.99 Jet Fighter 4 04/00 $44.99 Motorhead 03/99 $16.99 
B-17 Flying Fortress 2 03/00 $38.99 F-22 ADF/ Red Sea Bndl12/98 $17.95 Flying Nightmares 2 09/00 $35.99 Jet Fighter Full Burn 07/98 $16.95 MS CFS Battle Midway 08/99 $28.99 

F-22 Lightning 2 09/96 $12.95 Formula 1 97 06/97 $29.99  Jungle/Desert Strike 07/95 $8.95 MS Flight Sim 2000 10/99 $38.95 
BreakNeck 06/00 $39.99 F-22 Lightning 3 05/99 $18.95 G-Nome 02/97 $12.95 Ka-52 Team Alligator 03/00 $28.95 MS Flight Sim 2000 PE10/99 $59.95 
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COMPUTER GAMES 


‘PANZER ELITE’ You'll see action across North 
Africa, Italy and Normandy as you take on histor-| 
ically accurate missions featuring a huge range of| 
challenges including scouting, protecting truck| 
convoys and villages and the search & rescue of| 
missing units. Features 4 different authentic vehi-| 
cles, an advanced Al, fully interactive 3D environ-| 
| ments, and historically accurate weaponry. 


Psygnosis (Simulation) 
Release: NOW 
PC CD 


J 


D 


IM 


ULATION 


‘MIG ALLEY’ is the definitive up-close-and-per- 
sonal 50's Jet Fighter simulation. Without radar- 
guided missiles, you'll need to get in real close 
to blow your opponent from the skies. Features 
scaleable involvement, real dynamic campaign- 
ing, 8-12 player head-to-head network play, over 
100 aircraft in the skies at any one time, and 


=~} incredibly complex enemy Al routines. 


Empire (Simulation) 
Release: NOW 
PC CD 


‘LUFTWAFFE COMMANDER’ Fly 
that work-horse of the Luftwaffe, 
the Me-109. There are 10 flyable 
planes and 58 planes in all. 
Includes 50 pre-made single 
player missions and a “Custom 
Combat' option for continued 
[| play. Career-mode combat (single 
player only) will span Spain, 
France, Great Britain, Russia, and. 
Germany. 20 special scenarios 
for multi-play (up to 10 players) 
via modem, direct connect, LAN, 
or the Internet. 
SSI (Simulation). 
Release: NOW 
PC CD 


‘JANE'S USAF’ From Vietnam to 
the modern day, test your mettle 
as a USAF pilot. Become the top. 
pilot of the most advanced air 
force in the world: the USAF. Fly 
and train in the F-16C Falcon and 
A-10 Warthog or an arsenal of six 
other planes. Then relive great 
historic air battles in an F-4E over 


Il Vietnam or F-15C in Operation. 


Desert Storm. Finally, push the 
envelope flying the F-117 Stealth 
Fighter or F-22 Raptor in futuris- 
tic combat. 

EA (Simulation) 

Release: NOW 

PC CD 


"JANE'S F/A-18’ Intense carrier 
deck flight operations. Accelerate 
from 0 to 180 knots in 2 seconds 
in catapult launches. End your 
flight in a ‘controlled crash’ with a 
carrier trap. Master this and 
you're no longer a pilot, you're an. 


form. Air-to-air, air-to-ground, 

anti-surface(ship)-warfare - the 

Hornet does it all. And it does it 
I with the most advanced weapons 
Ill in the U.S. arsenal today. 


EA (Simulation) 
Release: NOW 
PC CD 


"NATIONS: WWII FIGHTER COM- 
MAND' is a highly realistic, 
action-packed combat flight simu- 
lation that gives you the chance 10 
take to the air and dogfight your 
way to glory. Nations delivers 
advanced graphics, historically 
accurate missions, and the most} 
realistic flight model to date. 
Choose from three thrilling game 
modes - Historic Campaign, 
Instant Action or Multiplayer. 


3 Psygnosis (Simulation) 
Release: NOW 
PC CD 


'B-17 FLYING FORTRESS 2: THE 
MIGHTY 8TH’ Command the 
supreme daylight bomber of 
World War Il. Master each of the 
10 crew member roles. Navigate. 
accurately across Europe. Locate 
and bomb strategic targets, and 


enemy attacks. Breathtaking air 
combat sequences through pho- 
torealistic terrain makes it all feel 


incredibly real. 


Microprose (Simulation) 
Release: 4/00 
PC CD 


'SU-27: FLANKER 2.0' Russian 
satellite imagery is used to gen- 
erate a detailed, 3D world with 
fully texture-mapped terrain. 
Features a dynamic mission edi- 
tor with a feeling of total immer- 
sion in a realistic theater of oper- 
ations. Players can engage in 16- 
player network battles via a LAN, 
or 2-player head-to-head fights 
over the Internet! 
Mindscape/SSl(Simulation) 
Release: NOW 

PC CD 

'SU-27: FLANKER 2.0 ADD-ON’ 
Release: 3/00 


Tme 


MS Flight Sim 98 


RELEASE 


09/97 


MS FS 98 Air Force One09/98 
MS FS 98 Airbus 2000 01/00 


MS FS 98 Flight Bag 


07/99 


MS FS 98 Scnry Onslnd12/99 


MS FS 98: RAF 


04/99 


MS FS Custm Panl Dsgn12/99 


MS FS98 Fly the Best 
Nascar 2000 
NASCAR Legends 


08/99 
03/00 
11/99 


NationsFighterCommand12/99 


Need for Speed 2 SE 
Need for Speed 3 
Need for Speed 4 
Need Speed 5 
Newman Haas Racing 
NHRA Drag Racing 
Nuclear Strike 

Panzer Commander 


Pedal to the Metal 
Powerslide 
Privateer 
Privateer 2 SE 
Privateer 3 

Pro Pilot USA 
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11/97 
09/98 
06/99 
03/00 
11/98 
09/99 
11/97 
05/98 


08/99 


03/95 
12/97 
01/00 
12/98 


Price Tme Resse Paice Tme Resse Price Tme Resse Price Tme Rare Price 
39.95 )2/99 Steel Beasts 04/00 $42.95 Ulti. Race. Series 3 02/00 $17.95 Armored Fist 03/95 $12.99 
29.99 Red Baron 2 12/97 $5.95 SU-27 Flanker 2 11/99 $36.95 Ultim. Fligh. Ser 4 02/00 $17.95 B-17 Flying Fortress 2 02/00 $17.99 
29.99 Red Baron 3D 11/98 $16.95 SU-27 Finkr 2 Add-On 05/00 $28.95 Best Sim Games 12/96 $12.99 
29.99 Red Baron/A10 Tnk Kir 10/96 $4.95 SU-27 Squadrn ComEd10/97 $25.99 Ultimate Motorcycle Srs06/99 $17.95 t £ 
28.99 Red Line Racer 08/98 $39.99 SU-27 Strat Gde Bndle 08/96 $28.95 Ultimate Racing Pro 03/98 $22.95 Falcon 4.0 02/99 $16.99 
26.99 Redline 03/99 $8.95 Superbike World Champ03/99 $14.95 Ultimate Racing Srs 2 02/99 $17.95 Fighter Squadron SDOE03/99 $17.99 
28.99 ^ Renegade 09/06 $9.99 Swamp Buggy Racing 02/00 $19.95 Ultimte Flight Sries 05/97 $17.95 Flight Unlimited 3 02/00 $17.99 
28.99 Reno Air Races 09/00 $44.99 Tanarus 11/98 $9.99 Мапдегѕ 07/98 $22.95 Gunship 3 03/00 $17.99 
36.95 ReVolt 09/99 $33.95 Team Apache 06/98 $19.99 Vitrual Pool Hall 12/99 $25.95 Joint Strike Fighter 02/98 $13.99 
3295 56Р 02/99 $39.99 Teen Alligator 09/99 $44.99 Маску Wheels Shareware01/95 $3.99 Mi Tank Platoon3 01/00 $17.99 
24.95 ^ Sand Warriors 09/97 $19.99 Test Drive 5 12/98 $18.95 Warbirds 2 04/99 $8.95 MS Flight Sim 2000 01/00 $24.99 
19.99 Scorched Planet 01/97 $19.95 Test Drive 6 12/99 $28.95 Wild Metal Country 03/00 $42.95 MS Flight Sim 98 11/97 $14.99 
14.95 Screamer 09/97 $9.95 Test Drive Cycles 03/00 $28.99 Wing Comm 5:Prpcy Gld10/98$18.95 MS Space Sim OSG 09/94 $9.99 
38.95 Screamer 2 03/97 $12.99 Test Drive Le Mans 03/00 $38.95 Wing Commander 4 12/96 $26.99 Mech2 Mercenaries 10/96 - $9.99 
37.95 Seaworthy 05/94 $19.99 Test Drive Off Rd2 11/98 $16.99 Wings of Destiny 05/00 $34.95 MechWarrior 2 09/95 $9.99 
28.95 Silent Hunter 2 02/00 $44.95 Test Drive Off Road 3 11/99 $21.95 World Circuit 12/92 $8.99 MechWarrior 2 Add On05/96 $10.99 
19.99 ^ Silent Hunter CE 10/97 $18.95 Test Drive Rally 05/00 $28.99 World of Combat 11/96 $9.99 г ) 

14.99 Skydive! 07/99 $17.95 Thrust, Twist & Turn 06/00 $44.99 WW II Fighters 11/98 $27.95 Mechwarrior 3 06/99 $16.99 
$8.95 Spearhead 09/98 $14.95 Thunderstrike 04/96 $29.99 X-Car Exprmntl Ren 08/97 $8.95 Nascar 2 Hint Book 08/97 $14.99 


Spearhead Exp Pack 02/00 $22.99 Tie Fghtr Clict CD 


$9.99 SS Nscr Grnd Nat Srs 09/98 $19.99 Top Gun 2 Hornets Nest01/99 $15.99 X-Wing Collector 


18.95 Starlord 03/94 $9.99 Top Gun Fire at Will 
52.09 — Starsiege 03/99 $14.95 
19.99 Start Up 03/00 $28.95 Train Dispatcher 2 


11/95 $19.95 X-Com Interceptor 06/98 
19.99 Spirit of Speed 1937 06/00 $39.99 Tie Fghtr Clict w/VhclRef12/98 $32.99 X-Treme Flight Pack 12/98 
12/98 $32.99 SS Nascar Racing 99 11/98 $22.95 TOCA Racing 2 


$3.99 Need for Speed 4 06/99 $17.99 


34.95 Privateer 3 04/00 $17.99 

05/00 $44.99 X-Wing Alliance 03/99 $24.95 Red Baron 3D 12/98 $16.99 
11/04 $18.99 Silent Hunter Sec Sol 06/98 $10.99 

02/96 $19.99 X-Wing Collector's Srs 06/98 $29.99 Starsiege 04/99 $16.99 


X-Wngv Tie Cmp 1 12/97 


19.99 ^ Wing Commander 5 01/98 $16.99 


08/98 $39.99 — X-Wngv Tie W Blnc Pwr10/98$28.99 X-Wing Alliance 05/99 $16.99 


Р016. 


COMPUTE 


" AMEC 
R GAMES 


WAR 


subsequent game: 


Release: 3/0 
PC CD 


Inter. Magic (EU 


'ROAD TO MOSCOW' Assume the command 
of either Russia or Germany and control 
troops by the thousands while the game 
engine simulates movement and engage- 
ments with incredible detail. Play any of 12 
Scenarios or command the entire Eastern 
Front. Wage war on real terrain with realistic 
representation of command and control - no 
hexes, no turns, just pure simulation of mili- 
tary command on an unprecedented scale. 
Authentic NATO symbology and richly 
detailed maps convey tremendous depths of 
information. Al opponents ‘learn’ from suc- 
cessful strategies used by their human coun- 
terparts and store those strategies for use in. 


5. 


one low price! 


"ULTIMATE WARGAME COLLECTIONS 
VOL. 2: WORLD WAR II’ The Ultimate 
World War Il Collection includes Steel 
Panthers Ill, Panzer General Il, Silent 
Hunter & Soldiers at War! All four titles for 


(wani Release: NOW 
PCC 


ultimate wargame collection 
VOLUME 2: WORLD WAR И 


ultimate wargame Collection 
VOLUME 3: MODERN WARFARE 


‘ULTIMATE WARGAME COLLECTIONS 
VOL. 3: MODERN WAR’ features SU 27 
Flanker Squadron Commander Edition, 
Team Apache, People's General, & Steel 


Panthers III 

EA (War) 
Release: NOW 
PC CD 


periods. 


Talonsoft (War 
Release: 2/00 
PC CD 


'RISING SUN' Features over 40 scenarios 
covering actions in Burma, New Guinea, the 
islands of the Central and South Pacific, and 
the Aleutians. Hypothetical scenarios examine 
the invasion of the Japanese home islands. 
Two Dynamic Campaigns and three Linked 
Campaigns provide opportunities to com- 
mand and conserve troops over extended 


) 


Pe ar ae NO 


TRO 
pee 


bat. Play in Campaigi 


PC CD 


"WEST FRONT: ELITE EDITION' Includes 
West Front & Battle Pack 1. A fast paced, 
platoon-level game of WWII tactical com- 


п, random battle, or 


preset scenario format. West Front Battle 
Pack 1 features over 50 new scenarios. 
Talonsoft (War) Release: NOW 


"WEST FRONT: SEA LION' With over 30 
new scenarios to choose from, you can 
find the gameplay style that fits you the 
best—small battles, large campaigns, his- 
torical recreations, or hypothetical situa- 


tions. 


Talonsoft (War) Release: NOW 
PC CD 


ию! 


horse ж 
muskete 


‘HORSE & MUSKET’ This sequel 
to Dragoon features over 20 new 
scenarios for the 18th century's 
most famous battles, from 
Marlborough to the American 
Revolution. Units are battalions of 
infantry, 2-3 squadrons per caval- 
гу unit, batteries of 4+ cannon per 
artillery unit, and individual lead- 
ers. Includes all major unit types: 
grenadiers, line and light infantry, 
cuirassiers, dragoons, hussars, 
cossacks and 3 types of artillery. 


Shrapnel Games (War) 
Release: 2/00 «т 
PC CD 


‘PANZER GENERAL Ill: ASSAULT’ 
Dynamic lighting, true line of 
sight, & customizable leadership. 
Four major campaigns on the 
Western Front (including North 
Africa) with over 200 units & 20 
special leader abilities. Alterable 
terrain (forests can burn, cities & 
airfields can be destroyed). 
Mindscape (War). 

Release: NOW 


| PC CD 


‘PANZER GENERAL II’ 
Release: NOW, 


‘12 O'CLOCK HIGH: BOMBING 
THE REICH’ features a full sce- 
nario line-up including all major 
Allied bombing campaigns from 
1943 to 1945. Campaign mode 
includes full 1943 & 1944 cam- 
paigns. Play at your own pace 
using a blend of real-time and 
phase-based gameplay. Features 
beautifully rended 3D aircraft. 
more than 25,000 pilots & 75+ 


Talonsoft (War) 
Release: NOW 
PC CD 


Time 
D Day Beginning of 


D-Day Amer Invades 


Decisive Action 


RELEASE PRICE 
End05/94 $14.99 
09/95 $14.95 


TILE 


Flight Commander 2 
Great Battles Caesar 


TITLE RELEASE PRICE TILE RELEASE PRICE 
101st Airb Normandy 10/98 $14.95 Battleground: Coll 2 01/99 $17.95 
12 O'clock High 11/99 $27.95 Battles in Time 12/95 $14.99 
Age of Sail 11/96 $14.95 Battlgrnd 9: Chickmgua01/99 $18.95 
Aide de Camp 2 01/98 $44.99 Campaign 1776 03/00 $33.95 
Allied General 12/95 $18.95 Campaign 10/94 $8.95 
Axis Allies Risk Bundle 02/00 $18.95 CincPac Midway 10/94 $12.95 
Banzai 04/91 $3.50 Civil War Generals 11/97 $19.99 

Civil War Generals 3 03/00 $38.95 
Battlegrnd Antietam 11/96 $18.95 Close Combat 2 11/97 $18.95 
Battlegrnd Bulge 10/96 $14.95 Close Combat 3 01/99 $19.99 
Battlegrnd Bull Run 05/97 $9.95 Close Combat 4 11/99 $32.95 
Battlegrnd Gettysbrg 12/95 $12.95 Close Combat Trilogy 09/99 $39.99 
Battlegrnd Shiloh. 07/96 $12.99 Cmpgns Amer Civil War10/00 $52.95 
Battlegrnd Waterloo 05/96 $18.95 
Battleground: Coll 1 01/99 $18.95 Combat: Operation Vict07/99 $17.95 


Pot7 


12/00 $39.99 


Defending the Reich 12/00 $42.95 


Definitive Wargmes 2 10/96 $8.95 
Dragons in the Mist 05/98 $23.99 
East Front 


11/97 $8.95 


East Front Camp 03/98 $14.95 


Empire 2 Art of War 09/95 $12.99 
Fantasy General 03/96 $12.95 
Fifth Fleet 11/94 $5.95 


Fighting Steel 06/99 $28.95 
Final Liberatn WHm 40K11/97 $12.95 
Fleet Med 04/91 $8.95 


Great Battls Alexndr 
Great Battls Sries CE 
Great Bttles Hannibal 
Great Civil War Bttls 
Grt М Bitls 3,4 Bnd 
Guts Glory: Bttl Scly 


Harpoon 97 
Harpoon Classic 
Harpoon Classic 
Horse and Musket 
Iron Cross 

Last Battles 45 


RELEASE PRICE 
01/95 $8.95 
03/98 $14.95 
06/97 $14.95 
10/98 $19.95 
11/97 $14.95 
06/00 $19.99 
05/97 $12.95 
06/00 $29.99 


11/96 
10/94 
10/94 
01/00 
10/94 
06/00 


$7.95 
$13.95 
$12.99 
$42.95 
$16.99 
$44.99 


Time RELEASE PRICE 
Line in the Sand 12/92 $3.95 
Man of War 2 06/99 $28.95 
Medieval 07/98 $32.99 
Napoleon 1813 10/99 $29.99 
Napoleon in Russia 05/97 $17.95 
North Vs. South 02/99 $39.99 
Op Art Wr 2 Flsh Ksvo 10/99 $12.95 
Op Art Wr 2: Elite Ed 01/00 $38.95 
Op Art Wr 2 Clsh Egls 01/00 $39.95 
Oper Art War Exp Pk 1 02/99 $14.95 
Operation Crusader 09/94 $12.95 
Operation Europe 12/94 $8.95 
Oprtn: Blood & Guts 12/00 $35.99 
Oprtnl Art Wr2 Мап Wr05/99 $39.95 
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as 


‘HARPOON 4’ With all the depth and detail of 
it's predecessors plus gorgeous 3D graphics 
that bring Naval Tactical Combat to life; this 
3D combat simulation has it all. Over 250 
modern ships, submarines, aircraft & ground 
formations from 14 countries, "super ships" 
Options and a Scenario Editor for unlimited 
gameplay are only a handful of the many fea- 
tures in Larry Bond's Harpoon 4. 


үч 
WIGGERN NAVAL COMBATSIMULATION, 


Mindscape (War) 
Release: 9/00 
PC CD 


"HARPOON CLASSIC 97° 
Release: NOW 


"HARPOON CLASSIC’ 
Release: NOW 


"HARPOON CLASSIC WIN 3.1" 
Release: NOW 


WA 


'SHOGUN: TOTAL WAR’ Battle to the death to 
become Shogun, supreme dictator of all 
Japan. Command armies of troops on vast 
battlefields. Collect resources, research new 
unit types, build armies, negotiate alliances, 
spy on neighbours, assassinate enemies, 
until all Japan is yours. Multiplayer options 
include a unique play-by-email feature, 
Internet gaming and LAN support. 

EA (War) 

Release: 3/00 

Pc cD 


‘OP ART OF WAR 1: 
ELITE EDITION’ 


THE OPERATIONAL 


‘OP ART OF WAR 
MODERN WAR-| 
FARE} 


‘OP ART OF WAR 
FLASHPOINT KOSO- 


vo’ 
Release: NOW 


‘THE OPERATIONAL ART OF WAR: 


сү mentee! 
‘THE OPERATIONAL ART OF WAR II: 


‘CLOSE COMBAT IV: BATTLE OF THE 
BULGE’ Command U.S. or German troops in 
this real-time WWII game, with surprise 
attacks, spies, attacks from the skies, big 
tanks, & desperate battles. True line-of-sight 
& line-of-fire gameplay, direct & indirect fire 
with limited ammo. Head-to-head play for 2 
via serial cable, IPX, dial-up & the Internet. 
Mindscape/SS! (War) 

Release: NOW 

| PCCD 


‘CLOSE COMBAT TRILOGY’ 
Release: NOW 


ELITE EDITION’ All 3 Arab-Israeli wars, 
hypothetical Arab/lsraeli conflict, invasion 
of Cuba, NATO vsWarsaw Pact, India vs 
Pakistan & China vs Taiwan. 


WARGAME OF THE YEAR EDITION’ 
Contains many features from Volume 11 as 
well as brand new scenarios based on the 
Clash of Eagles (WWII battles between the 


United States and Germany). 


Talonsoft (War) Release: 2/00 Talonsoft (War) Release: NOW 
PC CD PC CD 


jill 


PATTIE OF THE ULGE 


‘PANZER CAMPAIGNS [Ё 
SMOLENSK '41' covers Army 
Group Center's offensive in the 
summer of 1941 to seize the cru- 
cial city of Smolensk, the historic 
gateway to Moscow. Players con- 
trol tank, reconnaissance, 
artillery, infantry, engineer, anti- 
tank, flak, rocket, headquarters, 
and a wide variety of other spe- 
cialized units. Solo, two-person, 
and multiplayer over LAN and the 
И Internet. 


ES HPS(War) 
Release: NOW 
PC CD 


| CAN REVOLUTION’ 


j first clashes at Concord & 


>) detailed tactical game engine with 


‘CAMPAIGN 1776: THE AMERI- 
is a 
tactical/operational level game 
covering the major battles of the 
American Revolution from the 


BALLE 
BRI AIR 


Lexington to the Siege of 
Yorktown. The game combines a 


a higher level campaign game so 
the player can fight individual bat- 
tles, a campaign covering several 
battles, or the entire 
Revolutionary War. 

Interplay (War) 

Release: NOW 

PC CD 


"BATTLE OF BRITAIN' Fight this 
historic battle as the German 
attackers or the British defend- 
ers. As the German player you 
can launch up to 100 raids/day, 
selecting from over 300 targets. 
As the British defender you select 
squadrons to intercept raids, 
place squadrons on patrol, & 
move AA guns & barrage 
baloons. Includes all planes from 
battle, target types, & night rules. 


Talonsoft (War) 
Release: NOW 


TITLE RELEASE PRICE Time RELEASE Price Time RELEASE PRICE TILE RELEASE PRICE 
Over the Reich 11/96 $14.95 Rising Sun 02/00 $38.95 Steel Panthers Camp 08/96 $14.99 War Along the Mohawk09/98 $19.99 
Pacific Battles 06/00 $39.99 Road to Moscow 11/00 $37.95 Steel Pnthrs 2 Стр 1 04/97 $14.95 War at Sea Collection 06/99 $12.95 
Pacific General 07/97 $28.95 R. E. Lee CW General 08/96 $28.99 Storm in the West 04/98 $28.95 War Inc.W95 10/97 $7.95 
Pacific General Budget 07/98 $8.99 Tides of War 11/98 $24.99 War in Europe 01/99 $39.99 
Pacific Tide. 01/00 $45.99 Semper Fi 02/98 $8.95 Tigers on Prowl 2 12/96 $41.99 War in the East 04/98 $24.95 
Panthers in Shadows 09/95 $41.95 Shogun: Total War 05/00 $37.95 Turning Point 05/94 $17.95 War in the East: Crimea04/98 $24.95 
Panz Cmmdr/Panz Gen2 02/99$19.95 Sid Meier's Antietam 02/00 $29.95 USED Harpoon 2 06/94 $5.99 War in the East: Izyum 04/98 $24.95 
PanzerCms: Smolens4101/00 $34.95 Sid Meier's Gettysbrg 10/97 $14.95 USED Pacific Strike 01/00 $2.99 War in theEast:Leningrad04/98$24.95 

Smolensk to Moscow 04/99 $29.95 Ulti WargColl. Vol 2 12/99 $29.95 War in the East: Rostov04/98 $24.95 
Panzer General 2 10/97 $8.95 Stalingrad 02/95 $18.95 Wargame Coll. Vol.2 12/99 $29.95 
Panzer General 2 w/Gd 05/99 $17.95 Steel Panthers 10/95 $14.95 V Victory Bundle 11/95 $19.99 Warhmmr 40K Universe03/99 $32.95 
People's General 09/98 $28.95 Steel Panthers 2 11/96 $14.95 V Victory Veliky Luki 12/92 $6.95 West Front 11/98 $34.95 
Point of Attack 2 09/00 $46.99 Steel Panthers 3 11/97 $12.95 V Victory Velk Lki 02/95 $8.95 West Front ВІ Pek1 07/99 $14.95 
Prelude to Waterloo 10/97 $14.99 Steel Panthers 4 05/00 $42.95 Victory in the East 1 03/00 $39.99 
Pure Wargame 04/95 $29.99 Steel Panthers Arsenal 05/98 $36.95 WGCSet 3 Age of Rifles09/96 $15.95 West Front: Sea Lion 11/99 $18.95 
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Time RELEASE PRICE 
Korean War 1950-53 11/94 $9.99 
Luftwaffe Field Div 11/94 $9.99 


Medival European Army11/94 
Napol Germ Allies 4 10/96 
Napoleons Dragoons 10/96 
Polish Army 1939-45 09/96 
Red Army 1941-45 11/94 $9.99 
Royal Air Force 11/94 $9.99 
Russn Army Napoleon 111/94 $9.99 


$9.99 
$9.99 
$9.99 
$9.99 


Sid Meier's Gettysburg 11/97 $16.99 


Steel Panthers 2 04/97 $9.99 
Steel Panthers 3 12/97 $14.99 
The Samurai 08/97 $9.99 
US Army 1941-45 11/94 $9.99 
Waffen SS 11/94 $9.99 
Wellington Heavy Caval11/95 $9.99 
Polê 


sy U0NTROLLER 


са. 
3 


‘SAITEK R4 FORCE FEEDBACK RACING 
WHEEL & PEDALS’ The Saitek R4 offers the 
most advanced racing wheel on the market. 
Everything is where it needs to be and designed 
to be comfortable even after hours of driving. 
The Force Feedback version also provides a tac- 
tile response to collisions, the road surface and 
other in-game factors for the ultimate driving 
experience. 


Saitek (Hardware) 
Releases NOW 


‘SAITEK R4 NON-FORCE FEEDBACK WHEEL 
Release: NOW 


‘RAZER BOOMSLANG 2000 
MOUSE' Raze your gaming per- 
formance with the Razer 
Boomslang...and add a powerful 
new weapon to your inventory. 
Introducing the Razer 
Boomslang: Better in Battle - 
Three times the accuracy of a nor- 
mal mouse (1000 dpi and 2000 
dpi available); Faster Means 
Stronger - Lightning-quick, four- 
button control; Nimble Precision - 
On-the-fly, adjustable sensitivity. 
To defeat your enemies, you'll 
need the best weapons available. 
Razer (Hardware) 

Release: NOW. 

PC 


‘RAZER BOOMSLANG 1000" 
Release: NOW 


face 


Guillemot (Hardware) 
Release : 2/00 


‘GUILLEMOT FERRARI 
FORCE FEEDBACK RAC- 
ING WHEEL" 
high- 
built with the best materi- 
als, technology & inter- 


Features a long central 
clamp with 2 adjustable 
screws for perfect stabili- 
ty, built-in 3Ib motor, 16 
programmable functions, 
& user-friendly software 
for button programming. 


Luxurious 
end racing wheel 


on the market. 


Reproduces up to 27 Saitek (Hardware) 
adjustable realistic REED : NOW 


effects. 


‘SAITEK P2000 TILT 
PAD’ With superbly 
sculptured ergonom- 
ics, throttle wheel & 8 
programmable but- 
tons, the P2000 
offers a fusion of the 
latest technology 
with top-of-the-range 
styling. Features 4 
triggers & 4 buttons 
in a familiar layout. It 
is fully programma- 
ble for advanced 
users & both game 
port & USB compati- 
ble. 


‘SAITEK P750 DIGITAL 
CONTROL PAD’ 
Programmable digital 
control pad with mini 
analog joystick, quick- 
fire triggers. Includes 
software that saves 
your configurations and 
auto-launches each 
time you boot up a 
game. 


Saitek (Hardware) 
Release: NOW 


Saitek (Hardware) 
Deam NOW 


‘SAITEK R100 RACING 
WHEEL’ offers great looks 
and superb ergonomics - 
ideal for hours of comfort- 
able gaming. It comes 
complete with 2 buttons, 2 
gear paddles, ea: 
=} clamping mechanism and a 
E tough, 


pedals, 


-Use 


Stable set of foot 


Microsoft (Hardware) 
Releases NOW 


"MICROSOFT 
SIDEWINDER DUAL 
STRIKE CON- 
TROLLER- USB' com- 
bines mouse/keyboard 
and joystick style con- 
trol. The rotating right 
hand perspective con- 
trol enhances preci- 
Sion mouse move- 
ments like looking, 
aiming and firing. The 
left hand controls agili- 
{у movements for run- 
ning, dodging and 
sidestepping. 


‘SPACE ORB 360’ In real 
life you don’t think about 
how to move...you just do 
it. Shoudn't it be the same 
in your 3D games? Simply 
push, pull or twist the 
Space Orb 360 
PowerSensor ball to expe- 
rience the fastest, 
smoothest and most realis- 
tic action on the planet. 


Spacetek (Hardware) 
Release: NOW 
PC CD 


times. 


won't 
either 


Thrustmaster (Hardware) 
Release: NOW 


the 


shifters. Use the separate 
gas and brake feature to 
use both high quality ped- 
als at the same time. 


‘THRUSTMASTER 
NASCAR PRO DIGITAL 
RACING SYSTEM ' 
& digital 
improve your response 


system so the wheel won't 
slip when the gaming gets 
tense. Rubber coated grips 
ensure that your hands 


USB 
output help. 


Wide dual clamping 


either. Shift with 
the stick shifter or 
mounted paddle 


‘SAITEK PC DASH’ If you're 
tired of memorizing key 
stroke commands and want 
instant access to all your 
game functions, PCDash is 
the answer. It features 13 
tactile & 35 graphical touch 
sensitive controls. With 2x 
fire buttons, over 150 


assignable functions, 8-way 
thumb pad, & 3x function 


buttons w/status LED's. 

Ideal when used with joy- 
sticks or other controllers. 

Saitek (Hardware) 

Release: NOW 

PC 


Microsoft (Hardware) 
Release: NOW 


“MICROSOFT 
SIDEWINDER 
FREESTYLE PRO PAD’ 
The Microsoft SideWinder 
FreeStyle Pro game con- 
troller is perfect for 
arcade-style driving, fly- 
ing and combat games. 
Its internal motion sensor 
lets you control pitch and 
roll just by tilting the con- 
troller in the direction you 
want to go. Or, you can 
switch to digital (aka 
binary) control, for a tra- 
ditional game pad feel 


Time 
CH EXL 500 Racing Set 
CH F-16 Combtstk USB 
CH F16 Combatstick 
CH F16 Fighterstick 
CH FlghtSimYke USB LE 
CH Flight Sim Yoke 


CH Flight Stick Pro. 

CH Force FX 

CH Gamepad USB 

CH Gamestick 3D Jystck 


Pa19 


RELEASE 
09/98 
08/99 
11/95 
11/96 
08/99 
04/99 


09/93 
12/96 
04/99 
10/98 


Price 
$49.95 
$69.95 
$54.95 
$84.95 
$94.95 
$84.95 


$49.95 
$89.95 
$24.95 
$39.95 


Tme RELEASE Price 
CH Gamestick 3D USB 11/98 $39.95 
CH Joystick Switchbox 12/97 $22.95 
CH PC Gamepad 10/96 $17.99 
CH Pro Pedals 12/94 $74.95 
CH Pro Throttle 03/96 $79.95 
CH Racing Wheel 09/97 $39.95 
CH Racing Wheel wPedals 10/97 $49.95 
CH Virtual Pilot Pro 12/94 $69.95 
Everglide Lg Pad 11/09 $14.95 
Everglide Mouse Pad 11/99 $12.95 


Tme Reese 
Everglide Mouse Pad 11/99 
GUIL FERRARI RACE W 02/00 
GUIL JET LEADER DIG 02/00 
Game Commander 10/99 
Gravis Dstryr PC Gm Pd 02/00 
Gravis PC Gamepd Pro 11/96 
Gravis Xtrmntr Gme Pd 07/98 
Gravs PC Gm Pd Pro USB 03/99 


Grvs Xterminator Dig Pad USB 01/00 
Guil Force Feed Back 10/99 


Price 
$12.95 
$49.95 
$34.95 
$42.95 
$13.95 


$19.95 
$39.95 
$19.95 
$39.95 
$79.95 


Tme RELEASE PRICE 
Guillemot FF Reg Whl 02/00 $119.95 
Guillemot Jet Ldr USB 02/09 $34.95 
Guillemot Race Ldr FF Wh! 12/99 $129.95 
Interact FX FF Reng Whl 06/99 $36.95 
Interact V4 F Fdbk Whl 02/99 $139.95 
Ltech WM Form Frc Whl 01/99 $139.95 
Ltech WM Formula Whl 11/98 $79.95 
Ltech WM Gaming Mouse 05/99 $34.95 
Ltech WingMan Attack 11/99 $39.99 
Ltech WingMan Extrme Dig 3D 11/99 $34.95 
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‘CH FLIGHT SIM YOKE- USB’ New 
ergonomically designed yoke 
movement without a center detent 
allows the ultimate in control. 5 axis 
control includes pitch, roll, throttle 
lever, propeller lever, & mixture 
lever. 19 button functions include 
gear switch, flap switch, 8-way hat 
switch, two 2-way rocker switches, 
and 4 push buttons. 


“FLIGHT SIM YOKE GAMEPORT 
VERSION’ 


CH Products (Hardware) 
Release: 2/00 


Release: NOW 
PC 


‘FLIGHT SIM YOKE USB LE’ 
Release: NOW 
PC 


HARDWARE 


LONTRO 


EDO 
Lno 


‘SAITEK X36 CONTROL SYSTEM’ 
includes the fully programmable 
X36F Control Stick & ХЗ5Т 
Throttle & Rudder Control. 


Saitek (Hardware) 
Release: NOW Р! 


— 0 


‘X36 CONTROL SYSTEM USB’ 
Release: NOW 


X35T:2xFireButtons,4WayHat 
Switch, RudderControl,2xRotary 
Controls, MouseController. 


XS36F:5xFireButtons,2x8Way 
HatSwitches,X&YTrimControls, 
'Pinkie'Shift Function with LED. 


“CH F-16 COMBATSTICK USB’ 
With the look & feel of a real F-16 
"Falcon" jet stick, the F-16 
CombatStick USB offers gamers 
excellent control with the right 
amount of buttons which are laid 
out perfectly on the handle. 
Features two 4-way hat switches, 
five fire buttons & a trigger, rotary 
throttle and Trim controls, sturdy 
base and a seven foot cable. 

$| CH Products (Hardware) 
Release: NOW 

PC 


‘CH F-16 COMBATSTICK" 
Release: NOW 


‘THRUSTMASTER 
ELITE RUDDER PED- 
ALS’ Real pilots would 
not consider taking to 
the skies without rud- 
der pedals.Coordinated 
turns, landing in a 
cross wind, lining up 
your guns on a bogey - 
you've got to have the 
Elite Rudder Pedals to 
make it real. Combine 


Thrustmaster (Hardware) 
Release: NOW 
P 


your joystick and throt- 
tle with the Elite 
Rudder Pedals and you 
have the complete 
computer cockpit. 


‘THRUSTMASTER 
ATTACK THROTTLE’ 
Total control at your fin- 
gertips. 4 quick action 
buttons and a 3-way dog- 
fight switch put vital con- 
trols at your fingertips. 
DirectConnect provides 
simple connection and 
configuration. Includes 
ThrustMapper software: 
a powerful and easy to 


Thrustmaster (Hardware) 
pease NOW 
P 


use graphical interface 
that allows you to pro- 
gram both the attack 
throttle and a standard 
joystick. Fully digital. 


‘SAITEK CYBORG 3D JOY- 
STICK- USB’ This stick sports 
an incredible array of functions, 
& is completely configurable. 
Use the adjustment tool to 
Configure the Cyborg 3D to fit 
your hand, whatever size- right. 
or left-handed. Features precise 
3D twist. Ratio digital technolo- 
ду. Up to 24 programmable 
actions. 

Saitek (Hardware) 
Release: NOW, 

PC 


‘CYBORG 3D JOYSTICK’ 
Release: NOW 


Saitek (Hardware) 
павазе. NOW 


'SAITEK SP550 STICK & 
PAD COMBO' This is the 
ideal combo for all types of 
games. Use the pad on its 
own or combine the unit to 
produce a highly featured 
Stick. Pad mode features 4 
fire buttons, 8-way D-pad 
& 2 triggers. Stick mode 
features 6 fire buttons, hat 
switch & slider throttle. 
Only one connection is 
required for both stick and 
pad, no need to re-connect 
when you change between 
controllers. 


'CH PRO PEDALS" 
are the first rudder 
pedals on the market 
to feature a 
forward/backward 
slide motion for flying 
and a pivot movement 
for racing games. For 
flight sim games, Pro. 
Pedals work as rud- 
ders and toe brakes 
and for racing games, 


CH Products (Hardware) 
Release: NOW 


they give you the extra 
support and power to 
accelerate and brake. 


‘CH GAMESTICK 3D- USB’ The 
comfortable base is equipped with 
14 functions, a slide throttle, trim 
controls, two directional pads and 
patented gimbal. Designed for 
both left and right handed gamers. 
Features: 3D twisting action han- 
dle, 4 deadly fire buttons, 4 way 
POV hat switch, 4 axis of control, 
including throttle slider and twist Z 
axis. 


CH Products (Hardware) 
ШЧ нү NOW 
P 


"MICROSOFT 
SIDEWINDER FF PRO' 
delivers realistic, high 
fidelity forces faster. Feel 
true-to-life feedback-from 
Subtle sensations to raw 
power forces-in every 
genre of compatible 
games. Experience multi- 
ple forces silultaneously. 
Even feel which direction 
the forces come from. 
Cutting-edge Microsoft 


Microsoft (Hardware) 
Release: ow 


force feedback puts you 
inside the game so that 
you can react quickly and 
decisively to win. 


‘CH PRO THROTTLE’ 
Loaded with programma- 
bility and functionality. 
Easy point-and-click 
capabilities. 20 program- 
mable functions, storing 
over 400 macros. You can 
program each of the four 
4-way switches and four 
push buttons on the 
device to do whatever you 
would like. 

CH Products 
(Hardware) 

Release : NOW 

PC 


Tme 
Ltech WingMan Frce Jstk 
Ltech WingMan GPad Ext 
Ltech WingMan Thunderpad 
MS Natural Kybrd Pro 

MS SWndr FStl ProPad 

MS SWndr Prec Pro USB 
MS SideWinder FF Whl 

MS SideWinder Standard 
MS SideWndr Dual Strk 

MS Sidewinder FF Pro 
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Release Paice Tur Rusc Price 
10/98 $84.95 Mad Catz Panther XL 01/08 $54.95 
01/00 $39.95 Pool Shark 10/99 $34.95 
10/99 $9.99 Quickshot Mstr Pilt Val 03/98 $54.95 
12/99 $68.95 Quickshot MstrPIt Prog 04/98 $19.95 
11/98 $65.95 Quickshot SkyCommander 05/98 $44.95 
08/98 $62.95 T 
10/98 $149.95 Saitek Cyborg 2000 Jstk 04/99 $24.95 
06/99 $29.95 Saitek Cyborg 3D Pad 11/98 $38.95 
12/99 $52.95 Saitek Cybrg 3D Jstk USB 12/98 $49.95 
09/97 $129.95 Saitek P120 PC Pad 10/09 — $9.95 
Saitek P2000 Tilt Pad 02/00 $44.95 


Tme [m 
Saitek PC Dash 04/98 
Saitek R100 Racing Whl 12/99 
Saitek R4 Racing Whl 12/98 
Saitek SP550 Stk & Pd 10/99 
Saitek ST110 Dynmc Stk 12/99 
Saitek USB Hub 12/99 
Saitek X-35T System 05/98 
Saitek X-36T System 12/98 
Saitk P750 Dgtl Ont Pd 12/99 
Space Orb 360 10/96 


Paice 
$49.95 
$45.95 


$89.95 
$24.95 
$18.95 
$34.95 
$44.95 
$69.95 
$27.95 
$39.95 


Tme Rust Paice 

Suncom SFS Throttle 04/98 $79.95 
Suncom SFX Plus Pad 01/99 $36.95 
TM Attack Throttle 04/98 $49.95 
TM Elite Ruddr Pedals 03/98 $64.95 
TM Flight Control Sys 11/91 $49.95 
TM Fusion Game Pad 01/99 $14.95 
TM Reflex USB 3D Jystk 12/99 $29.95 
TM Top Gun Jystk USB 08/99 $28.95 
TM Top Gun Platinum 04/99 $24.95 
Thrust NASCAR CH PED 02/00 $44.95 
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Saitek (Hardware) 
Release: NOW 


“SAITEK GM2 
ACTION PAD AND 
MOUSE' For too 
long, gamers have 
been constrained by 
the limits of their 
keyboards & com- 
| plicated commands. 
Not anymore! Saitek 
has developed the 
first Action Pad & 
Game Mouse com- 
bination specially 
for gamers. Features 
2 hat switches, 
scroll wheel (good 
for web surfing too) 
& 9 assignable but- 
tons (15 with shift 
button). 


‘SAITEK GM1 MOUSE PAD’ 
Release: NOW 


Creative Labs (Hardware) 
Release: NOW 


Record CDs in 9 Minutes* 


"CREATIVE LABS CD- 
RW RECORD BLASTER 
8432' now writes CD- 
Rs at 8x and CD-RW at 
4x, and reads CD-ROMs 
at up to 32x (a maxi- 
mum read of 


4,800KB/sec), a 30% 
increase over Creative's 
previous 


generation 
CD-RW drive. With a 
robust software bundle, 
the CD-RW Blaster 
8432 allows users to. 
distribute large graph- 
ics and database files to. 
Clients, send copies of 
vacation photos to 
friends and family, put 
their favorite songs on 
one CD, or share the 
latest independent MP3 
music with fellow 
enthusiasts. 


‘QUICKSHOT MASTER PILOT 
PROGRAMMER’ 
Release: NOW 


‘QUICKSHOT MASTER 
PILOT VALUE PACK’ 
Includes MasterPilot '98 

i console and 


'SAITEK USB HUB' liber: 
ates your machine} 
enabling the connection] 
of up to four peripherals| 
at one time. There is no! 
no need to disconnect 
and change between con: 
trollers and peripherals, 
Connect up any USB| 
device, including joy- 
Sticks, gamepads, key- 
boards, speakers or even! 


Saitek (Hardware) 
Release: NOW 


your mouse. 


‘MICROSOFT INTELLIMOUSE| 
EXPLORER' The rubber-ball 
has been replaced with an 
optical sensor that scans you 
desktop 1,500 times/second| 
for pinpoint accuracy. No| 
more cleaning or mouse раа. 
Features 2 additional buttons| 
for easy navigation, arched| 
shape for superior comfort, & 
a scrolling & zooming wheel. 
Microsoft (Hardware) 
Release: NOW. 


‘MICROSOFT INTELLIMOUSE- 
USB' 
Release: NOW 


CH Products (Hardware) 
Release: NOW 


‘CH JOYSTICK 
SWITCHBOX' is a 4 port 
adapter that can handle 
all your peripherals: joy- 
Î sticks, steering wheels, 
throttles, gamepads and 
pedals. Just plug in your 
game controllers, press 
the trigger on the device 
you want to use. 
Connect up to 4 
SwitchBoxes to give you 
a choice of up to 13 
devices! Two-player 
mode that will connect 2 
joysticks for two-player 
supporting games. 


“SAITEK P120 PC PAD’ 
With its sleek and well- 
sculptured ergonomics, 
itis designed to provide 
hours of comfortable 
gaming for a wide range 
of hand sizes. A quick 
and responsive 8-way 
D-Pad as well as 
ergonomically posi- 
tioned fire buttons(4) 
and triggers(2) combine 
to produce a different 
class of pad. A remov- 


Saitek (Hardware) 
Release: NOW 


able mini-joystick slots 
into centre of D-Pad. 


‘DIAMOND SUPRA 56i 
FAX MODEM" Don't 
trash your old modem! 
Shotgun technology 
combines the speeds of 
your existing PC modem 
with the new Supra 
Express 56K. The result 
is one powerful connec- 
tion to the Internet. Plus, 
Shotgun technology has 


Diamond (Hardware) 
Release: NOW 


"smart" features which 
free up your second 
phone line for other 
uses. 


Original Mousing 
Surface 
Release: NOW 


EVERGLIDE Large Attack 
Pads were designed specifi- 
cally for gaming. The new 
pads feature a concave 
ergonomic design, sleek 
micro-beveled edging, & peb- 
ble-textured surface. The 
tough, washable surface is 
molded of high-density resin 
and feature a unique surface 
that allows for incomparable 
glide-ability and pixel-splitting 
accuracy with every move. 
Everglide (Hardware) 
Release: NOW 


‘LOGITECH WINGMAN 
GAMING MOUSE’ Losing 
is no fun. That's why 
Logitech bred a mouse just 
for playing games---and 
winning. Precise, lightning- 
fast control, a gamer- 
approved shape, finely 
tuned software, and 3 pro- 
grammable buttons give 
you crushing power in vir- 
tually al games. Used by 
pro gaming champions. 
Logitech (Hardware) 
Release : NOW 

PC 


Creative Labs (Hardware) 
Release : NOW 


CREATIVE CAMBRIDGE 
SOUNDWORKS FP2000 
SPEAKER SYSTEM' High- 
powered 4-channel/4-speak- 
er digital audio. Delivers. 
superb upper band response, 
with crystal-clear highs & 
midrange, & thunderous 
bass for total home theater 
quality. Separate front & rear 
audio inputs; compatible with 
any other 4 channel PCI 
sound cards. 


тте 
Hardware 

3Com Palm 3 

3Com PalmPlt Реп ЗРК 

Input Devices 

Logtch MseMn Whl USB 

Ltech Cordless Wh! Mouse 

Ltech TrackMan Marble + 


MS IntelliMouse Pro 
MS IntelliMouse USB 


MS Natural Keybrd Elite 
Р! 


RELEASE 


05/98 
05/98 


02/99 
02/99 
05/98 


08/98 
12/98 
07/98 


Paice Tme Resse Paice 
Saitek GM2 Pad & Mouse 10/99 $39.95 
$219.95 Modems 

$8.95 Зсот Gaming Modem 01/00 $119.95 
Ота SupraXprs 56i V.90 Int 04/98 — $69.95 

$34.95 Dmnd SprMax 56K V90 PCI 05/99 $39.95 
$49.99 USR 56k V.90 D-F Int 03/98 $119.95 
$49.95 Viking 56K PCI 01/00 $59.95 

Storage Devices 

$64.95 Crea.Labs 3284rewritCD 01/00 $289.95 
$49.95 Creative Encore DVD 6X 04/99 $229.95 
$47.99 19.9: 


HI-VAI 40x 

IBM DeskstarGP 13.5 GB 
IBM DeskstarGXP 14.4 GB 
lomega Zip Dsk 3-Pk 
lomega ZipPls 100 Ext 


Maxtor 27GB EIDE 
Maxtor 36.5GB EIDE 
Memo 48x 

Plextor 40X SCSI 
Seagate 20GB Drive 


Rust Paice Tme Release Price 
01/00 $125.95 Creative 3D Annihilator 02/00 $279.95 
06/99 $219.95 Creative Ensonig 16 01/00 $29.95 
06/99 $269.95 Diamond Monster MX300 01/99 $69.95 
08/98 $39.95 T 
07/98 $104.99 Fortissimo Sound Card 11/99 $45.95 
00 $14 Sound Blaster Live Plat 01/00 $179.95 
02/00 $249.95 Sound Blstr Lv X-Gamer 10/99 $94.95 
02/00 $299.95 Soundblaster MP3+ 01/00 $89.95 
11/99 $59.95 TBeach Montego 2 Qdzlla 07/99 $99.95 
01/00 $209.95 Turt Beach Montego A3DX 06/98 $79.95 
01/00 $209.95 Turtle Bch Mntgo A3DX 2 12/98 $49.95 
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HARDWARE 


GeForce 256 Powered. 300MHz Driven. Insane Game Acceleration. 


Creative Labs (Hardware) 
pom NOW 


"CREATIVE LABS 3D ANNIHI- 
LATOR PRO' This is the top- 
of-the-line — the 3D Blaster 
Annihilator Pro. The most 
extreme 3D game accelerator 
features the world's first 256- 
bit Graphics Processing Unit 
— the GeForce256 processor 
from NVIDIA coupled 32MB 
of the fastest yet Double Data 
Rate Memory for the peak in 
8D game performance. With 
dedicated transform, lighting, 
setup and rendering engines 
and four independent render- 
ing pipelines, whether you're 
into multi-player death 
matches or combat flight 
sims, you'll never think of 3D 
gaming the same way again. 


Guillemot (Hardware) 
Release: NOW 


‘GUILLEMOT MAXI GAMER 3D PROPHET, 
Release: NOW 


ERALS 


‘GUILLEMOT 3D PROPHET DDR- 
DVI’ Thanks to GeForce 256 DDR 
architecture, 3D Prophet DDR-DVI 
accelerates the most complex ani- 
mations in 3D games: shadows, 
lighting and complex, smooth- 
skinned characters. It integrates 
NVIDIA's first Graphics 
Processing Unit (GPU), the revo- 
lutionary 256-bit GeForce 256, 
optimized for DDR and generating 
up to 15 million triangles/second. 


"HI-VAL DVD 10X IDE’ 
has a 10X read speed 
for DVDs and a 40X 
read speed for CDs & 
features a 
access time 
reading DVD media 
and can even read dou-| 
ble-sided, dual-layer] 
DVDs, which hold the} 
equivalent of 25 CD- 
ROMs. Connect your 
computer to your TV| 
(cables not included) 
to turn your home into} 
your own  private| 
movie theatre! 


Hi-Val (Hardware) 
Набз: 2/00 


SFA MOR 


NID | 


[^ 


Diamond (Hardware) 
Release: 2/00 


"DIAMOND MONSTER 
SOUND MX400' rocks 
your PC audio world by 
integrating groundbreak- 
ing technologies for 

I| scorching 3D audio, 
enhanced Direct Sound 
3D, TRUE quadraphonic 

“| playback, & Dolby Digital 
surround sound(requires 
Dolby Digital receiver). 
Create, play, download, 

- store & manage the 
hottest digital audio for- 
mats from the Internet or 
rip tracks from your CD. 
collection. 


Voodoo3 3000 AGP 


Jit er #д el o et dear 


nd 


3Dfx (Hardware) 

PC Release: NOW 
‘3DFX VOODOO 3 3500 AGP, 
Release: NOW 


'"SDFX VOODOO З 3000 
Pcl The —166MHz 
ETIL} | Voodoos 3000 PCI board 
[generates 7 million trian- 
gles, frame rates of over 
60 frames per second, 
and 333 Megatexels per 
| second at resolutions of 
up to 2,048 by 1,536 pix- 
els. Designed for true 3D 
game enthusiasts, fea- 
tures include a 350MHz 
RAMDAC,  TV/S-Video 
Out capabilities, 16 MB 
of SDRAM as well as a 
game bundle featuring 
best-selling titles. 


‘KENWOOD 72X ATAPI CD-| 
ROM DRIVE’ provides consis-| 
tent data throughput across| 
| the entire disc, up to 10.8MB| 
per second, making it ideal for} 
graphic-intensive applications} 
such as 3D games, multime-| 
dia programs, and learning 
tools. By reading multiple} 
tracks at once, it actually 
CAER spins the disc slower than| 
AA™A#™ | conventional single-beam dri- 
"88908 ^ | yes, resulting in extremely] 
precise readability and very} 
quiet operation. You simply} 
cannot find a faster drive! 


KENWOOD 


Kenwood (Hardware) 
Release. 2/00 


“GUILLEMOT MAXI 
SOUND FORTISSIMO' is 
a 4-channel digital sound 
board powered by the lat- 
est Yamaha engine. The 
unparalleled performance 
in gaming, multimedia & 
music applications, com- 
bined with its astonish- 
ingly low price, is music 
io consumers ears. 


Guillemot (Hardware) 
Release: NOW 


Features the 1st proces- 
sor to accelerate 


'SDFX VOODOO 5 6000 
AGP' Features 4 proces- 
sors at over 1.33 
Gigapixels/second. Real- 
Time HW Anti-Aliasing, 
Digital Cinematic Effects 
engine, 2D resolutions 
jup to 2048x1536 & 
| 128MB memory. 


3Dfx (Hardware) 
Release: 3/00 


‘VOODOO 4 4500 PCI’ 
Release: 4/00 
‘VOODOO 4 4500 AGP’ 
Release: 4/00 


DirectMusic (Microsoft 
newest API) in hardware, 
for amazing digital sound 
& 3D audio gaming. 


\00000 5 5000 PCI' 
Release: 4/00 


‘CREATIVE SOUND BLASTER 
LIVE! VALUE 48X' multimedia 
| upgrade kit provides 
Hollywood-quality audio and a 
genuine 3D audio experience, 
and blazing-fast 48x CD-ROM 
[| transfer. Unlike any manufactur- 
| ег of multimedia upgrade kits, 
^ | Creative Labs is the leader in PC. 
| audio and PC speakers, com- 
mitted to delivering the most 
powerful PCI upgrade kit at an 
affordable price. 


Creative Labs (Hardware) 
Release: NOW 


Diamond (Hardware) 
e NOW 


‘CREATIVE SOUND 

d BLASTER LIVE! X- 
GAMER' The most pow- 
erful digital music, 
audio & effects engine 
available. Accelerates 
Environmental Audio, 
DirectSound3D & 
DirectSound. Processes 
every audio signal at full 
32-bit resolution provid- 
ing for the highest level 
of clarity & accurate 3D 
positional audio. Full 
environmental audio 
support & multi-channel 
audio output. 


matrox 


‘MATROX MARVEL G400 -TV’ 
Release: 2/00 


Millennium 6400 max 


“MATROX MILLENIUM 
G400 MAX GRAPHICS 
CARD’ is fitted with a 

[| fixed 32MB of high- 

f bandwidth SGRAM and 
is supercharged with a 
360 MHz UltraSharp 
RAMDAC. The 0400 
MAX slams the perfor- 
mance gear into over- 
drive with an increase in. 
raw speed of more than 
30 per cent over the 
Millennium 6400. 

Matrox (Hardware) 

Release: 2/00 
PC 


Tme Resse Расе Tme 


Rust Расе 


Tme Rust Ра ттк 


Resse Расе 


3D Magic Accelerator 06/96 $69.99 ATI All Wonder 16 AGP 07/99 $184.95 
ATI All in Wonder 32 02/00 $278.95 
3Dfx Voodoo 3 2000 PCI 04/99 $119.95 ATI RAGE Fury MAXX 02/00 $299.99 
3Dfx Voodoo 3 3000 PCI 10/99 $144.00 ATI Rage Fury Pro 01/00 $148.95 
3Dfx Voodoo3 2000 AGP 04/99 $124.95 ATI Xpert 128 16MB 03/99 $99.99 
3Dfx Voodoo3 3000 AGP 04/99 $149.95 ATI wonder 128 agp 32mb 11/99 $278.95 
3Dfx Voodoo3 3500 10/99 $199.95 Crtv 3D Bist Svg4 32 AGP 06/99 $124.95 
Заїх Voodoo 4 4500 AGP 03/99 $179.99 Crtv 3D Blstr Bnshee 01/99 $99.95 
Заїх Voodoo 4 4500 PCI 03/00 $179.99 Crtv 3D Blstr RIVA TNT2 09/99 $149.95 
3dfx Voodoo 5 5000 AGP 03/00 $229.95 T 
3dfx Voodoo 5 6000 AGP 03/00 $599.95 Crtv Blst RvaTNT AGP16 10/98 $94.95 
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Crtv Grphes Blstr 3D 08/98 $38.95 Matrx Marvel G400-TV 02/00 $299.99 
Crtv Grphes Blstr Xtr 04/98 $99.95 Matrx Mystq G200 AGP8 10/98 $99.99 
Diamond 3D 2000 2MB 11/06 $49.95 t 
Dmd Monstr Fusn PCI16 12/08 $98.95 Maxi Gamer Cougar TNT2 11/99 $109.95 
Ота Viper Il 32MB 11/99 $199.95 Maxi Gmr Coug, Video 11/99 $148.95 
Ота Viper II LE 02/00 $269.99 Meta Wkd3D Vengnce AGP 16 01/99 $118.95 
Dmnd Vpr V770 Ult AGP 06/99 $144.95 Meta Wkd3D Vengnce PCI 16 01/99 $118.95 
i Metabyte Wicked 3D V2 12MB 05/98 $139.95 
Hercules Thrill 3D PCI ВМВ 07/98 $99.99 Reel Magic Vid Upgrde 11/93 $49.95 
Matrox Millnm 6400 MAX 12/99 $239.99 STB Black Magic 3D 12MB 06/98 $99.95 
Matrox Milm 6200 AGP 8MB 12/98 $129.99 VideoLgc Neon 250 32 АВР 12/99 $229.99 
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Capcom (Adventure) 
Release: NOW 
PSX 


ADVENTURE 


CHIPS &BITSINC. 


Р.0.ВОХ 234 DEPT 11271 
2520 VT. RTE.100N ROCHESTER, VT 05767 
INT'L 802-767-3033 FAX 802-767-3382 


‘RESIDENT EVIL 3: NEMESIS’ Caught in a town 
crawling with flesh eating zombies, our heroine, 
Jill Valentine, must rely on brute force and cun- 
ning to find a way to escape alive. Features more 
zombies, more terror & even more evil; more 
challenging enemies that come back to lifeat any 
lime; More detailed character actions - try the 
dodge move to avoid an enemy's attack; interact. 
with the environment like never before — use 
background objects defensively. 


tz 


I 


| 


ion 


PlayStati 


i 


Crave (Adventure) 
Release: 3/00 
PSX 


'GALERIANS' The Galerians are an artificially 
created super-species whose only goal in their 
pitiful life is the total destruction of their human 
creators. They use psychic attacks such as 
telekinesis, pyrokinesis and psychokinesis to 
stun and annihilate their enemies. Full 3D envi- 
ronment to explore and master as you play Rion, 
a young man with Psychic Power Enhancement 
Chemicals that can defeat the Galerians and their 
mind-blowing powers. 


PlayStation] i= 


EA (Adventure), 
Release: NOW 
PSX 


‘TOMORROW NEVER DIES’ 
This James Bond adventure 
will test your skills as you 
master multiple modes in 3rd 
person views. Shoot, ski, 
drive and fight your way 
through 14 missions. New 
and classic gadgets & 
weapons galore. Take on your 
friends in split screen 2 player 
mode. 


‘TOMB RAIDER 4: THE LAST 
REVELATION’ Join Lara on 
her latest adventure. New 
puzzles, graphics & an inven- 
tory based management sys- 
tem allow you to control & 
combine inventory without 
leaving the game world. Lara 
is exploring an ancient 
Egyptian tomb & must escape 
to save the world from total 
ruin. 


Sony (Adventure) 
Release: NOW 
PSX 


] he's ready to take on all new 


3 den areas and power ups as. 


‘SPYRO 2: RIPTO'S RAGE’ 
The purple guy is back and 


challenges and characters as 
he explores huge 3D worlds. 
Solve puzzles, rescue endan- 
gered creatures, discover hid- 


you fly, swim, climb, glide- 
hover and ground stomp your 
way through this intriguing 
game. 


PlayStation| it= 


Agetec (Adventure) 
Release: NOW 
PSX 


Tme RELEASE 
40 Winks 12/99 
A Bug's Life 11/98 


Activision Classics 10/98 


Akuji the Heartless 01/99 
Animorphs 03/00 
Apocalypse 11/98 


08/96 
12/99 


Aquanauts Holiday 
Arcade Party Pak 


Barbie Race & Ride 02/00 
Batman & Robin 08/98 
Beyond the Beyond 09/99 
Biofreaks 06/98 
Blasto 04/98 
Blazing Dragons 10/96 


Bust a Groove 12/98 
Casper 09/99 
Catdog 02/00 
Chronicles of Sword 11/96 
Clock Tower 10/97 
Clock Tower 2 11/99 


Countdown Vampires 03/00 
Crash Bandicoot 09/96 
Crash Bandicoot 2 11/97 


Crash Bandicoot Warped11/98 


P923 


‘CLOCK TOWER II’ delivers а 
huge dose of horror, sus- 
pense & blood as you play 
Alyssa, a girl with a split per- 
sonality. Each personality has 
different skills that you must 
use effectively to survive. 
Three scenarios & 13 differ- 
ent endings offer engrossing 
game play. Loads of enemies 
& Dual Shock compatibility! 


Sony (Adventure) 
Release: NOW 
PSX 


New (зер RELEASE New Useo 
$39.95 $29.99 10/97 $19.99 $14.99 
$39.99 $29.99 08/99 $22.99 $19.99 
$19.95 $17.99 Crow City of Angels 09/99 $19.99 
$19.95 $17.99 Danger Girl 03/00 $39.95 
$38.99 Diabolical Adv Tobu 03/99 $39.99 

Disc World 12/95 $29.99 $19.99 
$24.99 $19.99 Disc World 2 10/97 $29.99 $19.99 
$24.99 $19.99 DragonHeart 09/99 $24.99 
$29.95 Earthworm Jim 3 06/00 $39.99 
$39.99 Echo Night 08/99 $36.99 $29.99 
$39.99 $24.99 Elmo in Grouchland 03/00 $39.95 

$29.99 Elmo's Letter Adventure03/99 $26.99 
$29.99 $14.99 Elmo's Number Journey04/99 $26.99 
$19.99 Family Game Pack 03/00 $36.99 
$22.99 $19.99 Fear Effect 02/00 $39.95 

Fifth Element 10/98 $24.99 $19.99 

$39.99 $29.99 Fisher Price Pirate Ship 03/00 $39.99 

$14.99 Frogger 11/97 $24.99 $19.99 
$39.95 Frogger 2 03/00 $39.99 
$29.99 $24.99 Furballs 03/00 $42.99 
$29.99 $19.99 G Police 10/97 $29.99 $19.99 
$36.99 $29.99 G Police 2 09/99 $39.99 $29.99 
$39.95 GEX 2 04/98 $29.99 $19.99 


$19.95 $14.99 
$19.95 $14.99 
$19.95 $14.99 


Gauntlet Legends 
Ghost in the Shell 


03/00 
09/99 


$39.95 
$24.99 


7 И weapons including a black- 


8 duty hammer. Multipath lev- 


‘TOMBA 2’ He's back! The 
pink haired dude with the very 
strange clothes is once again 
flying, jumping & tumbling 
through his strange & beauti- 
ful world. He must once again 
rid his world of the evil swine 
and has some new moves to. 
do so:a hip attack, invisibility, 
gliding and more. He also has 
a greater selection of 


PlayStation 


jack, boomerang and heavy 


els, secret powerups and sub- 
quests make for challenging 
gameplay. 


Interplay (Adventure) 


Release: 8/00 


‘MESSIAH’ You control Bob, 
a chubby little cherub with a 
dirty job to do:cleanse the 
earth of its vile sinners. As 
Bob slips into the bodies of 
Earth's inhabitants, he uses 
their physical strength and 
weapons to complete his mis- 
sion. Morphing and lighting 
effects in a 3D environment 
with beautiful worlds to 
explore. 


Time RELEASE New Used TITLE RELEASE New Useo 

Glover 12/99 $34.99 Odd World Inhabitants 09/97 $19.99 

Heart of Darkness 09/98 $29.99 $19.99 OddWorld Abe's Exodus12/98 $29.99 $19.99 

Incredible Hulk 09/99 $19.99 Omikron 02/00 $46.99 

Intellivision Classics 12/99 $29.99 One 12/97 $29.99 $24.99 

Jersey Devil 07/98 $29.95 $24.99 PaRappa The Rappa 11/97 $39.99 $24.99 
Pandemonium 2 10/97 $24.99 $19.99 

Kingsley 10/99 $22.99 

Kiss:Psycho Circus 05/00 $39.95 Pitfall 04/98 $29.99 $19.99 

Knights of Carnage 02/00 $34.99 $29.99 Prince of Persia 04/00 $39.95 

Konami Arcade Classics02/00 $32.99 $24.99 Project Over Kill 09/99 $19.99 

Lode Runner 03/98 $29.99 $19.99 Rascal 05/98 $19.99 

Lucky Luke 12/98 $19.99 $14.99 RayMan 2 03/00 $42.99 $29.99 

MK Mythologies Subzero10/97 $29.99 $19.99 Reboot 04/98 $34.99 $19.99 

Maximum Force 10/97 $29.99 $19.99 Resident Evil 09/99 $19.99 
Resdnt Evil 2 Dual Shk 12/98 $34.99 

Mega Man Legends 09/98 $29.99 $24.99 Resdnt Evil D.C. Dual 11/98 $24.99 

Mega Man X4 10/97 $29.99 $19.99 Resident Evil 2 01/98 $29.99 $19.99 

Misadvent Tron Bonnie 02/00 $29.99 Rising Zan 10/99 $39.99 $29.99 

Monkey Magic 02/00 $34.95 Rugrats 11/98 $29.99 $19.99 

Mr. Domino 12/08 $19.99 Rugrats Studio Tour 12/99 $39.95 

Mulan 12/99 $39.99 Shadow Man 09/99 $39.99 $29.99 

Myst 10/96 $29.99 $19.99 

Myst 2: Riven 02/98 $44.99 $29.99 Shadowmaster 03/98 $24.99 $19.99 

Near Death 02/00 $39.99 Silent Hill 03/99 $39.99 $24.99 

Nightmare Creatures 10/97 $29.99 $19.99 Skull Monkeys 03/98 $39.99 $24.99 

Nightmare Creatures 2 03/00 $39.99 Smurfs 12/99 $33.95 
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Activision (Shooter) 
Release: 3/0 


‘COLONY WARS III: RED SUN’ Control your 
own destiny in the continuing sci-fi epic. You 
play Valdemar, a lone military agent, who has no 
loyalties. Revised mission structure and a com- 
prehensive menu to customize and upgrade 
ships and weapons enhance the depth of the 
game. Battle a huge range of enemies in a fully 
interactive space environment. You may be help- 
ing the Navy or the League, depending on which 
mission you choose as you navigate across war- 


torn galaxies. 


i PlayStation i# 


Fox (Shooter) 
Release: NOW 


PSX 


FTnirooxY a} 
اا سا‎ 


PLAYSTATION 


4 


SHOOTER 


‘DIE HARD TRILOGY 2 ' Arm yourself with over 
a dozen extreme weapons as you play John 
McClane, kickass hero. Match wits with Vegas 
villains that survey their surroundings then pur- 
J| sue with deadly purpose. Three styles of play 
* | include story driven adventure and 3rd person 


»| action adventure, sharpshooting, extreme dri- 


ving action. Discover hidden areas, solve puz- 
zles, blast your way through a multitude of 
locales and save the hostages. 


‘APE ESCAPE'Go ape over this 
3D adventure! Monkeys escape 
from a zoo & discover ап IQ 
enhancing helmet that turns their 
leader into a genius who hijacks a 
lime machine in order to change 
{һе future.Dual Shock compatibil- 
ity, several quirky attacks, 7 3D 
worlds, over 25 levels, honus 
founds, mini games, training lev- 
els and over 200 monkeys with 
varied personalities. 


Bandai (Shooter) 
Release: 4/00 
PSX 


‘MACROSS МЕХ 2’ Pilot robot 
fighters, walkers or patroids 
against others in thes space 
shooting extravaganza. 
Mission based objectives that 
span cities, the skies and the 
far reaches of space enable 
you to rarely repeat games. 
Your ship can transform 
between aircraft & giant 
robot, 

cific al 

views, on-screen targetting 
ystem and awesome fire 
power and special effects put 
you in the heat of the action. 


PlayStation]; 


Fox Interactive (Shooter) 
Release: 6/0 


"ALIEN RESURRECTION' A 
fast paced adventure. 
Frightening aliens are invad- 
ing the research vessel Auriga 
& attempting to wipe out the 


| human race. Use your wits & 


a fast trigger finger on loads 
of hi-tech weaponry to stave 
off the attack. Real time 3D. 
environment & plenty of 
hideous aliens to blast away! 


Eidos (Adventure) 
Release: NOW 


Time RELEASE 
South Park 09/99 
Spawn 12/97 
Spice Girls 08/98 
Spider 09/99 
Spyro the Dragon 09/98 


Star Wars Phantm Menc09/99 


T.R.A.G. 04/99 
Tarzan 07/99 
Team Buddies 05/00 
Time Loop 04/00 
Tiny Toons Grt Beanstlk11/98 
Tobal No. 1 09/99 
Tomb Raider 11/96 
Tomb Raider 2 11/97 
Tomba! 07/98 
Tomba! 2 02/00. 
Tomorrow Never Dies 12/99 
Toonenstein 12/99 
Toy Story 2 11/99 
Urban Chaos 02/00 
Wild 9 10/98 
Wild Wild West 02/00 
X-Files 11/99 


Xena Warrior Princess 10/99 
12000 CHIPS & BITS. INC. 


“FEAR EFFECT’ You must 
save the daughter of a power- 
ful businessman who has dis- 
appeared in the dangerous 
Shan Xi Protectorate. Search, 
destroy and firefight your way 
through several levels of 
archaic chaos. As you move 
through the game, you will 
discover that Shan Xi is the 
gate to hell, and your ultimate 
battle is against the King of 
Hell and his nasty minions. 
Stop him before he releases 
the ultimate evil upon the 


300 (Shooter) 
Release: NOW 


New Use Tme RELEASE Мен Изер 
$36.99 $24.99 Alien Trilogy 02/96 $19.95 $14.99 
$29.99 $19.99 Area 51 11/96 $24.99 $19.99 
$19.99 Armored Core Proj Phan10/98 $36.99 $29.99 

19.99 Armorines 03/00 $39.95 $29.99 
$24.99 $19.99 Army Men 03/99 $39.99 $24.99 
Assault 11/98 $34.99 $24.99 

37.95 $29.99 
$38.95 Auto Destruct 01/98 $29.99 $19.99 
$34.95 $24.99 Blast Radius 03/99 $19.99 

39.99 Blaster Master 02/00 $39.95 
$39.99 Broken Helix 07/97 $19.99 $14.99 
$19.99 C:Contra Adventure 09/98 $29.99 $19.99 

19.99 Centipede 05/99 $19.99 $14.99 

19.95 $16.99 Colony Wars 11/97 $24.99 $19.99 

19.95 $16.99 Colony Wars 2 Vengeance11/98$39.99 $29.99 

Contra:Legacy of War 11/96 $19.95 $16.99 

35.95 $24.99 Crime Killer 07/98 $29.99 $14.99 
$36.95 $24.99 Critical Depth 11/97 $19.99 $14.99 

39.95 $34.99 Crusader:No Remorse 01/97 $29.99 $19.99 

39.99 Descent Maximum 05/97 $24.99 $19.99 

36.95 $29.99 Die Hard Trilogy 09/96 $19.95 $14.99 

34.95 Doom 11/95 $19.99 

29.99 $19.99 Duke Nkm Totl Mitdwn 01/98 $19.99 

34.95 Duke Nukem Planet Babes03/00$39.99 

39.99 Duke Nukem Time Kill 10/98 $39.99 $24.99 

36.99 $29.99 Einhander 05/98 $39.99 $29.99 


"ARMY MEN: SARGE'S 
HEROES' Sarge, the hero of 
the Green Army, attacks 
across countertops, through 
hallways, and into the back- 
yard, fighting for the Green 
way of life. If the Tan manages 
to secure the explosive sky 
rockets, horrific magnifying 
glasses, or the dreaded 
Garbage Disposal, the bal- 
ance between good and evil 
could be shifted forever. It's 
Real Combat. Plastic Men. 


Capcom (Shooter) > 
Release: NOW 


‘DINO CRISIS’ The world's 


|| most renowned scientist has 


disappeared & you've been 
recruited to investigate on a 
mysterious island. Suddenly, 
out of the mist appears a 
predator which has haunted 
mankind's imagination for 
centuries. The fight for sur- 
vival begins against the most 
terrifying predators on Earth. 
You play a special forces 
operative who must capture 


Ч Professor Kirk, the scientist, 


ready to unleash raptors, T- 
Rex's & other dinosaurs on 
ап unsuspecting world. 


Time RELEASE New Useo Time RELEASE New Usep 
Elemental Gearbolt 08/98 $39.99 $29.99 
Expendable 03/00 $39.99 Ray Storm 09/97 $24.99 $19.99 
Forsaken 05/98 $29.99 $14.99 Re-Loaded 12/96 $19.99 $14.99 
Future Cop LAPD. 09/98 $29.99 $19.99 Rogue Trip 10/98 $29.99 $19.99 
G Darius 09/98 $29.99 $14.99 Rosco McQueen 10/98 $19.99 $14.99 
ID4:Independence Day 03/97 $24.99 $19.99 Silent Bomber 03/00 $39.99 
Invasion from Beyond 01/99 $24.99 $19.99 Silhoutte Mirage 01/00 $39.99 $29.99 
Iron Soldier 3 06/00 $39.99 Slam Scape 05/97 $9.99 
MDK 12/97 $29.99 $19.99 Small Soldiers 10/98 $39.99 $24.99 
Mass Destruction 11/97 $19.99 $14.99 Space Debris 04/00 $39.99 
Mayhem 04/00 $39.99 Space Invaders 10/99 $39.99 $29.99 
Metal Gear Solid 10/98 $24.99 $19.99 Syphon Filter 02/99 $39.99 $29.99 
Metl Gear Solid VR Miss10/99 $39.99 $29.99 Syphon Filter 2 03/00 $42.99 
Missile Command 02/00 $32.99 Tail Concerto 11/99 $37.95 $24.99 
) Thunder Force 5 11/08 $29.99 $19.99 
N20 Nitrous Oxide 08/98 $24.99 $19.99 Tigershark 03/97 $19.99 
NAMCO Museum tor 308/96 $19.99 $14.99 Time Crisis 12/97 $52.99 
NAMCO Museum 4 or 5.02/97 $39.99 $14.99 Tiny Tank Up Yr Arsenal09/99 $34.95 
Nuclear Strike 09/97 $19.99 $16.99 Tomb Raider 3 11/98 $29.99 $19.99 
0.D.T. 12/98 $29.99 $19.99 Total Eclipse 09/95 $9.99 
Omega Boost 09/99 $29.99 $19.99 Trap Gunner 09/98 $24.99 $19.99 
Point Blank 2 05/99 $39.99 Twisted Metal 1 or 2 ea.11/95 $19.95 $14.99 
Point Blank 2 w/Gun 05/99 $49.99 Twisted Metal 3 11/98 $34.95 $19.99 
R Type Delta 09/99 $34.99 $24.99 War:Final Assault 04/00 $39.99 
R Types 04/99 $24.99 $19.99 WarGames Defcon 1 08/98 $24.99 $19.99 
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PlayStation. - 


Sony (Simulation) 
Release: NOW 


CHIPS &BITSINC. 


P.0.BOX 234 DEPT 11271 
2520 VT. RTE.100N ROCHESTER, VT 0576 
INT'L 802-767-3033 FAX 802-767-3382 


‘GRAN TURISMO 2’ The best console racing 
game ever returns for more high-speed action. 
Choose from almost 400 car models from 


world-class manufacturers. Take your new 
wheels for a spin on one of over 20 racing 


courses. 'WIPEOUT 3" includes 8 new racing cir- 
cuits, multiplayer options & improved cars. Take 
on tricky courses, deadly weapons & 7 other 
teams of vehicles. Modes of play include tour- 
nament, challenge, split screen & battle mode, 
3D racing environments & super fast cars. 


EA (Simulation) 
Release: NOW 
PSX 


| ‘ROAD RASH: JAILBREAK’ You must bust Spaz 
out of jail. In order to do so, join a gang and 

| move up through the ranks by completing races 
and challenges. Five all new multi-player modes, 
new fighting combos and moves, over 100 dif- 
ferent races, 11 weapons and 15 new bikes 

ИЩ combine for the baddest Rash yet. Dual shock 
compatible. 


‘NASCAR RUMBLE’ Drive 
NASCAR cars at 200 mph on 
ү the open roads of America. 
і No more ovals, no more short 
tracks. Real road racin' on 
= real roads. Race against the 
pack by yourself or choose a 
team member to help you 
Overcome twisting road 
courses full of power ups, 
hidden shortcuts and nothin’ 
but air bumps & jumps. 
Choose from cars or trucks as. 
you take to the road at full 
Speed. 


EA (Simulation) 
Release: NOW 
PSX 


Interplay (Simulation) 
Release: NOW 
PSX 


gard race cars and then challenge 


‘LEGO RACERS’ lets you cre- 
ate and customize your own 


up to five other players based 
on LEGO System themes 
Find hidden power-ups, dis- 
cover short cuts and secret 
pathways that will help you 
defeat all challengers. When 
you have completed all the 
circuits, your car will be 
enhanced with bits and pieces 
from all those that you have 
defeated. 


Mindscape (Simulation) 
Release: 4/00 
PSX 


'PANZER GENERAL 
ASSAULT’ Lead your army 
through an interactive 3D. 
environment. Tailor your army 
for each specific battle and 
use the Action Combat 
System to manipulate individ- 
ual units & give multiple com- 
| mands on each turn. Fight as 
the British, American, German 
or French forces in 8 WWII 
campaigns in 10 areas of 
operation. Over 30 single & 
multi-player scenarios that 
provide varied mission obje 
tives and strategic decisions. 


‘TEST DRIVE LEMANS’ 
Compete on official Le Mans 
Sanction courses around the 
globe. Choose from over 50 
cars, each with a unique setup 

and look. Be a part of one of 

25 racing teams as you race 
| around-the-clock, in daylight 
| and at nighttime. Car condi- 

tions change throughout the 
races, so players must use pit 
strategy as well as all-out 
speed and guts in order to 
J win the race. 1 or 2 player 
split screen racing action. 


Infogrames (Simulation 
Release: 4/00 


PSX 


Interplay (Simulation) 
Release: 6/00 
PSX 


‘CARMAGEDDON 2’ 3D 
action packed racing. Choose 
from 40 cars that crumple, 
break and split in two when 
you make contact with other 
vehicles, buildings or pedes- 
trians. Destructible environ- 
ments, hidden bonus areas, 
powerups that include mines, 
flamethrowers and spiked 
balls. Dirt flies, glass breaks, 
lires squeal & pop as you 
conquer the several courses. 


PSX 


norams (Simulation) 
Release: 4/00 


“EAGLE ONE HARRIER 
ATTACK’ You play а U.S. 
Marine pilot who flies a vari- 
ety of missions against a ter- 
rorist group that has taken 
over the Hawaiian Islands. 
Choose from 5 different air- 
craft as you complete several 
missions. Instant replay, mul- 
tiple camera views, 2 player 
split screen option and 2 
modes of play create a realis- 
tic airfighting sim. Score 
points based on time, aircraft 
damage, stunt bonuses, find- 
ing hidden aircraft and mis- 
sions. 


TILE RELEASE New Useo TITLE RELEASE New Used Time RELEASE New Useo Tme RELEASE New Used 
Formula One 12/99 $39.99 Need Speed V Rally2 11/99 $39.95 South Park Rally 01/00 $39.95 $29.99 
Army Men Air Attack 11/99 $39.95 $29.99 Gran Turismo 05/98 $24.99 $14.99 Need for Speed 20г 3 ea.04/97 $19.99 $16.99 Speed Racer 07/98 $24.99 $14.99 
Battletanx 2 03/00 $39.95 Grand Theft Auto 07/98 $29.99 $24.99 Need for Speed 4 04/99 $29.99 $24.99 Sports Car Supreme GT04/99 $29.99 $19.99 
Bomberman Phantasy Race05/99$34.99 $29.99 `; Need for Speed VRally 11/97 $19.99 Super Bike 2000 02/00 $39.99 $29.99 
Bravo Air Race 10/97 $24.99 $19.99 Grand Theft Auto London06/99 $19.99 Newman Haas Racing 03/98 $24.99 $19.99 Super Cross 2000 11/99 $44.99 $34.99 
Bugriders 01/98 $24.99 $19.99 Grand Tour '98 10/97 $19.99 $14.99 NoFear Downhll Mtn Bike11/99 $39.99 Supercross 98 06/98 $29.99 $19.99 
CART World Series 10/97 $19.95 $14.99 Gunship 03/00 $39.99 Porsche Challenge 11/97 $29.99 $19.99 TNN Mirsprts Hardcore 212/99 $34.99 
CTR:Crash Team Racing10/99 $39.95 $29.99 Hot Wheels 09/99 $39.99 $29.99 Psybadek 11/98 $29.99 $19.99 TOCA Tour Car Champ 10/98 $29.99 $19.99 
Castrol Honda Superbike05/99 $34.99 $24.99 Intl Rally Champion 03/00 $39.99 R4:Ridge Racer Type 4 05/99 $36.99 $24.99 TOCA Tour Car Champ 203/00 $39.99 
Championship Motocross09/99 $39.99 $29.99 Jeff Gordon XS Racing 05/00 $39.95 $34.99 RC Stunt Copter 08/99 $39.99 $24.99 Tanktics 04/00 $29.99 
Chocobo Racing 08/99 $39.99 $29.99 Jet Moto 11/96 $19.99 $14.99 Rage Racer 05/97 $19.99 $16.99 Team Losi RC Racing 10/98 $29.99 
Circuit Breakers 09/98 $29.99 $19.99 Jet Moto 2 11/97 $29.99 $19.99 Test Drive 5 10/98 $24.99 $19.99 
Colin McRae Rally 02/00 $39.99 Jet Moto 3 09/99 $39.99 $29.99 Rally Cross 2 11/98 $39.99 $29.99 Test Drive 6 11/99 $36.95 $24.99 
Courier Crisis 11/97 $19.99 $14.99 Killer Loop 12/99 $39.99 Ray Tracers 03/98 $24.99 
Darklight Conflict 03/08 $29.99 $19.99 Mechwarrior 2 03/97 $24.99 $19.99 Re-Volt 09/99 $34.99 $24.99 Test Drive Off Road 04/97 $19.99 $16.99 
Dead in the Water 08/99 $24.99 $14.99 Micro Machines 12/97 $24.99 $19.99 Red Asphalt 01/98 $19.99 Test Drive Off Road з 10/99 $34.95 $24.99 
Demolition Racer 09/99 $39.99 $29.99 Monaco Grand Prix 07/99 $42.99 $29.99 Renegade Racers 02/00 $39.99 Test Drive OffRoad 2 11/98 $29.99 $19.99 
Destruction Derby 11/95 $19.99 $14.99 Monster Rancher 11/97 $29.99 $19.99 Ridge Racer Revolutn 09/96 $24.99 $19.99 Top Gun 03/00 $39.99 
Destruction Derby 2 11/96 $19.99 $14.99 Monster Rancher2 09/99 $39.99 $29.99 Road Rash 01/96 $24.99 $19.99 Touring Car Challenge 12/99 $39.99 
Destruction Derby 3 04/00 $39.99 Moto Racer GP 2 09/98 $24.99 $19.99 Road Rash 3D 06/98 $24.99 $19.99 Treasures of the Deep 10/97 $29.99 $19.99 
Driver 07/99 $39.95 $29.99 Motocross Madness 03/00 $46.99 Roll Cage 03/99 $29.95 $24.99 Turbo Prop Racing 07/98 $19.95 $16.99 
Motorhead 12/98 $19.99 $14.99 Running Wild 10/98 $29.99 $19.99 Vanishing Point 05/00 $39.99 
Dukes of Hazzard 12/99 $39.95 $29.99 Rush Hour 05/97 $29.99 $19.99 Vigilante 8 06/98 $19.95 $16.99 
F1 2000 03/00 $39.99 NASCAR 98 09/97 $19.99 $14.99 SCARS 10/98 $24.99 $19.99 Vigilante 8 2 Offense 12/99 $34.95 $29.99 
Formula 1 98 12/98 $34.99 $24.99 NASCAR 99 09/98 $24.99 $14.99 San Francisco Rush 04/98 $34.99 $24.99 Wild Water Champion 02/00 $39.99 
Formula 1 99 12/99 $39.99 Need Speed 5 03/00 $39.95 $29.99 Sledstorm 08/99 $24.99 $14.99 Wipeout 3 09/99 $36.95 $29.99 
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EA (Sports) 
Release: NOW 
PSX 


"TRIPLE PLAY 2001' More responsive hitting 
and fielding makes this the best Triple Play yet. 
Bloop one over the shortstop, drive a double up 
the middle or blast one outta the park. Catch it 
on the hop and turn a double play. Several 
modes of play include game, series or season. 
with all the strategies of the big leagues. Arcade 
mode allows for more hits and home runs when 
you swing away. All the stadiums and players of 
the MLBPA. So real, you can smell the peanuts. 


ioni! 


PlayStat 


THO (Sports) 
Release: NOW 
PSX 


PLAYSTATION 


SPORTS 


‘WWF SMACKDOWN’ Over 30 of the top WWF 


superstars аге 


style, appearant 


ture moves, taunts & finishing moves. Or create 
your own fighter using personality, 


featured, each with their signa- 


ighting 
Ice, moves and more. Fight in all 


the arenas: Raw, Heat, even Pay Per View 


venues. The se 


ason mode allows you to betray 


friends, turn enemies into allies and become a 


WWF superstar. 3D effects and authentic theme 


music add to the realistic effect of Smackdown. 


EA (Sports) 
Release: NOW 
PSX 


‘KNOCKOUT KINGS 2000’ 
Step into the ring with the 50 
greatest fighters ever! Ali, 
Frazier, Lewis, Holyfield and 
others slug it out in slugfest 
or simulation mode in authen- 
tic boxing arenas with ring- 
Side announcers Sean 
O'Grady & Al Albert. Replay 
the greatest fights in history 
or refight them yourself and 
change sports history. 


PlayStation] i 


EA (Sports) 
Release: NOW 


‘MARCH MADNESS 2000’ 
Madness. March Madness. 
You know what | mean. The 
teams, the players, the bands, 
and yes, the cheerleaders. 
Madness, complete with Dick 
Vitale doing color, teams from 
every college conference in 
the country, team specific 
plays and some all new jukes, 
fakes and dunks. Create a 
dynasty over several seasons, 
recruit red shirted players, or 
play with the lineups provid- 
ed. YEAH BABY! IT'S MAD- 
NESS!!! 


а: PlayStation; 


Acclaim (Sports) 
Release: NOW 
PSX 


"ECW HARDCORE REVOLU- 
TION' features 3 new arenas, 
over 20 game modes & over 
400 wrestling moves. Create 
your own wrestler using 
physical attributes and signa- 
ture moves as you annihilate 
your opponents using base- 
ball bats, shovels and more. 
Modes include specialty 
matches, barbed wire match- 
es, career mode and pay-per- 
view. Each wrestler comes 
with his own entrancemusic, 
real-life faces, taunts and fin- 
ishing modes. Experience the 
intensity of the ECW. 


iaa 


ае 


Activision (Sports) 
Release: NOW 
PSX 


SPORTS 


Time RELEASE 
3 Xtreme 04/99 
Adidas Power Soccer 2 07/98 
Backstreet Billiards 11/98 


Bass Landing w/Contrlr 10/99 
Bass Rise 03/00 
Bedrock Bowling 03/00 
Big Air 03/99 
Blades of Steel 2000 02/00 
Brunswick Bowling 10/98 
Championship Bass 03/00 


Cool Boarders 1 or 2 ea.02/97 
Coo! Boarders 3 11/98 
Cool Boarders 4 10/99 


ESPN X Games ProBrdr1 1/98 


Extreme Hockey Rock Rink03/00$38.99 


FIFA Soccer 2000 10/99 
FIFA Soccer 2001 07/00 
Fisherman's Bait 1 or 2 02/99 
Freestyle Boardin 99 03/99 
Gallop Racer 09/99 
High Heat Baseball 2001 04/00 
Hot Shots Golf. 05/98 
Interplay Baseball 2K 04/99 
League of Pain 06/97 
MLB Pennant Race 200004/99 


‘TONY HAWK’S: PRO 
SKATER’ Skate as legendary 
Tony Hawk or one of 9 other 
pros as you work your way up 
the ranks by landing awe- 
some tricks off everything in 
sight: police cars, handrails, 
curbs & more. One or two 
player skating on vertical or 
street courses in 9 real world 
locales. One or two player 
modes include Trick Attack, 
graffiti, HORSE, single ses- 
sion or Career mode. 


Konami (Sports) 
Release: NOW 
PSX 


New Useo Time RELEASE New (зер 
$34.95 $29.99 MLB Pennant Race 99 04/98 $19.99 $16.99 
$19.99 MTV Sports Snowboard11/99 $39.99 

39.99 $29.99 Madden Football 2000 08/99 $39.95 $34.99 
$56.99 Madden Football 98 or 9908/97 $19.99 

39.99 Major League Soccer 9903/00 $39.99 
$39.99 March Madness 98 or 9903/98 $19.99 $14.99 

34.99 $19.99 Mike Tyson Boxing 03/00 $39.99 

39.99 NBA Inthe Zone 99 04/99 $36.99 $29.99 

29.99 $19.99 

NBA Shootout 2000 12/99 $34.95 

38.99 NBA Showtime NBA/NBC11/99 $36.99 

19.99 $14.99 NCAA Final Four 2000 11/99 $38.99 

29.99 $24.99 NCAA Football 2000 07/99 $39.99 $29.99 

38.99 $29.99 NCAA Game Breaker 200008/99$39.99 $29.99 

$9.99 NFL Blitz 09/98 $29.99 $19.99 

NFL Blitz 2000 08/99 $39.95 $29.99 
$39.95 $29.99 NFL Game Day 2000 08/99 $39.99 $24.99 
$39.95 NFL Game Day 2001 09/00 $39.99 
$39.99 $29.99 NFL Game Day 99 08/98 $29.99 $14.99 

24.99 $19.99 NFL Xtreme 2 07/99 $39.99 $29.99 

46.99 $34.99 NHL Face Off 2000 10/99 $39.99 

39.99 NHL Face Off 99 10/98 $29.99 $24.99 

39.99 $29.99 

34.99 PGA European Tour Golf02/00 $39.99 

19.99 $14.99 Pool Hustler 10/98 $24.99 $19.99 

39.99 $29.99 Powr Mve Pro Wrstlng 11/96 $19.99 $14.99 


‘NBA IN THE ZONE 2000’ All 
new hoop action. All 29 NBA 
teams and over 300 real play- 
ers suit up. Play a game, 
series or season. Try your 
hand at Slam Dunk contests, 
3 point shootouts or pinpoint 
passing games. Responsive 
controls and 3D arenas make 
this a most realistic sim. 
Create dunks on the fly, tight- 
en up the defense and hit shot 
after shot "In the Zone.” 


Time RELEASE 
Ready 2 Rumble Boxing11/99 
Reel Fishing 11/97 
Reel Fishing 2 02/00 
Rushdown 03/99 
Snow Speeder 02/00 
Street Sk8ter 03/99 
Street Sk8ter 2 03/00 
Striker Pro 2000 03/00 
Ten Pin Alley 12/96 


Thrasher:Skate & Destroy11/99 


Tiger Woods/PGA Tour 11/98 


Track & Field 2000 12/99 
Trick'n Snowboarding 10/99 
Triple Play 2000 03/99 
Triple Play 99 03/98 
Ultimate 8 Ball 06/99 


Ultimate Bass Challnge 03/00 


VR Golf 10/96 
Virtual Pool 01/97 
WCW Mayhem 09/99 
WCW NWO Live Thunder01/99 
WCW Nitro 01/98 
WCW Vs. World 04/97 
WWF Attitude 08/99 
WWE Warzone 07/98 


[m 


Į PlayStation] 


Hot B (Sports) 
Release: NOW 
PSX 


New Швер 
36.99 
24.99 $14.99 
44.99 
29.99 $19.99 
39.99 
24.99 $14.99 
38.99 $29.99 
39.95 
18.95 $16.99 
34.95 


29.99 $19.99 
$39.99 

26.95 

36.95 $29.99 
29.99 

$29.99 $19.99 
$39.99 

19.99 $14.99 
$22.99 $19.99 
$37.95 $29.99 
29.99 $19.99 
$21.99 $14.99 
$19.99 $16.99 
29.95 $24.99 
36.99 $19.99 


‘BLACK BASS WITH BLUE 
MARLIN' Combines freshwa- 
ter & saltwater fishing action 
in a stunning 3D system. Fish 
4 lakes in Black Bass tourna- 
ment mode or exotic offshore 
locales in Blue Marlin. Two 
player vs. mode features split 


“P screen to keep an eye on the 


competition while fishing 
head-to-head. 


TILE RELEASE PRICE 
Armored Core 2 10/00 $49.99 
Dark Cloud 10/00 $46.99 
Demon Warrior 2 11/00 $49.99 
Final Fantasy 10/00 $52.99 
Gran Turismo 2000 10/00 $44.99 
Ninja Gaiden 10/00 $49.99 
OddwrldMuncheesOdys10/00 $49.99 
Popolocrois 3 10/00 $52.99 
Street Fighter EX3 10/00 $44.99 
Tecmo Super Bowl 10/00 $49.99 
Tekken Tag Team 10/00 $49.99 
The Bouncer 10/00 $46.99 
War Monkeys 10/00 $49.99 

PSX 2 IMPORT 
Armored Core 2 05/00 $69.99 
The Bouncer 04/00 $69.99 
Dark Cloud 05/00 $74.99 
Driving Emotion Type S04/00 $69.99 
Eternal Ring 03/00 $74.99 
Nooks & Crannies 03/00 $69.99 
Ridge Racer 5 03/00 $69.99 
Tekken Tag Team 03/00 $69.99 
Unison 03/00 $69.99 
X Fire 05/00 $69.99 
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‘ROMANCE OF THE THRE KINGDOMS UI’ 
Build, manage & control an ancient Chinese fief- 
dom. Learn resource management of people, 
| goods & money while battling enemies with all 
new battle units. Interact with over 600 charac- 
ters, command the lands, or become a member: 


П 
i 


ion 


‘SAGA FRONTIER 2’ Young Prince Gustave is 
found incapable of wielding the magical Anima 
and is exiled. He returns years later and 
attempts to regain power using magic & 
machines. Several scenarios allow gameplay 
from different perspectives and 3 modes of play 
allow you to control combat precisely. Duel 
mode, team mode & strategic mode allow you to. 


of the ruling class. Chronological Records sys- 
tem tracks player progress and events through 
history in over a dozen scenarios 


link assaults together to form combos and con- 
trol the action. 


Remanre 
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PlayStat 
PlayStat 


KOEI (Strategy) 
Release: 4/00 
PSX 


EA (Roleplaying) 
Release: NOW 
PSX 


‘MEDAL OF HONOR’ Prepare — TIT ba . | RAILROAD TYCOON Ш 
for your finest hour as you fight ч | Become a modern day rail- 
WWII on the PSX. Land behind | road baron. Control 34 types 
hostile lines as a Special Forces. of cargo and over 50 train 
agent & execule covert opera- engines as you try to outdo 
lions, search & rescue missions other moguls. Buy and sell 
| and commando raids. Over 20 Stocks, schedule routes, lay 
| opponent types in 11 missions rails and takeover other com- 
a Î across 30 3D immersive levels. panies. Maps are based on 
MEDAL& Choose from 14 WWII era Satellite photos and late 
weapons as you fight alone or 2 1800's pictures are interlaced 
within the game. Test your 
economic savvy against 
Opponents based on real 
characters of the railroading 
glory days. 


| ‘SUIKODEN 11” Take on the 
| role of the bad guys from the 
first Suikoden. Features a 
revised battle system, more 
| control over characters dur- 
ing combat, the roster and 
quality of spells has been 
beefed up considerably, and 
pj the number of enemies that 
can potentially ambush the 
7 adventurers at once has 
increased. 


Konami (Roleplaying) 
Release: NOW 
PSX 


Take 2 (Strategy) 


EA (Strategy) Release: NOW 
PSX 


Release: NÛ 
S 


"ALUNDRA 2’ You play Flint in 
this 3D game with real-time 
action. Flint explores caves, 
shipwrecks, volcanoes, & 
more. Solve hundreds of puz- 
zles & unlock over 10 mini- 
games. Battle over a dozen 
monster bosses as you find 
magic spells & icons. 


“FINAL FANTASY VIII’ ele- 

| vates. entertainment to a new. 

D level with a balance of story, 
graphics, system and sound. 

Features fully computer-gen- 

erated movies & back- 

grounds, and real-time 3D 

battles, Characters gain com- 

bat experience points even if 

they turn and flee from battle. 


NI ‘DUNE 2000’ Real time strat- 
egy that requires leadership & 
tactical skill, along with mili- 
tary know-how to take control 
of Dune. Explore a 3D terrain 
system as you play one of 3 
sides across 40 missions. 
Use devastating weaponry & 

{| armored units to destroy your 
[| enemies. Play solo or head- 
to-head with up to 4 players. 


PlayStation! [2 


EA (Strategy) 
Release: М0 
PSX 


Activision (Roleplaying) 


Squaresoft (Roleplaying) x 
Release: NOW 0 
PSX 


Release: NOW 
PSX 


ROLEPLAYING 
TILE RELEASE New Useo TILE RELEASE New Useo TITLE RELEASE New Used Time RELEASE New Used 
Arcade Classi Williams 04/96 $19.95 Pong 11/99 $29.99 Alundra 01/98 $39.99 $29.99 Legend of Legaia 03/99 $39.95 $29.99 
Bomberman World 10/98 $44.99 $29.99 Brave Fencer Musashi 11/98 $29.99 $19.99 Lufia 3 04/00 $48.99 
Boombots 12/99 $39.99 $29.99 Poy Poy 09/97 $26.99 $19.99 Breath of Fire 3 05/98 $34.99 $24.99 Lunar Silver Star Story 06/99 $42.99 $34.99 
Bust a Move 99 04/99 $29.99 0 Bert 11/99 $32.99 Brigandine 11/98 $46.99 $29.99 Monkey Hero. 02/99 $24.99 $19.99 
Buster Brothers 04/97 $22.99 Risk 05/98 $29.99 $19.99 Broken Sword 03/98 $34.99 $24.99 Moon 04/00 $39.95 
C & C Red Alert 10/97 $19.95 $16.99 Roll Away 12/98 $29.99 $19.99 Broken Sword 2 12/99 $37.95 $29.99 Other Life Azure Dreams07/98 $29.99 $24.99 
C&C Red Alert Retal 09/98 $16.99 $14.99 Scrabble 11/99 $39.99 Castlevania Sympony Nite10/97 $29.99 $19.99 Parasite Eve 09/98 $29.99 $24.99 
Caesar's Palace 2 10/98 $24.99 $19.99 Sentinel Returns 12/98 $29.99 $19.99 Parasite Eve 2 06/00 $48.95 
Caesars Palace 2000 03/00 $39.95 Shanghaii True Valor 08/99 $36.99 $24.99 Darkstone 03/00 $39.95 Revelations Persona 2 02/00 $49.99 
Sim Theme Park 03/00 $38.99 $29.99 Death Trap Dungeon 04/98 $24.99 $19.99 Saga Frontier 03/98 $39.99 $29.99 
Civilization 2 01/99 $39.99 $29.99 SimCity 2000 07/96 $19.99 Diablo 03/98 $19.99 Secret of Mana 2 03/00 $48.99 
Command & Conquer 03/97 $29.99 $19.99 So. Prk Chefs Luv Shack12/99 $39.95 Digimon World 04/00 $39.99 Shadow Madness 06/99 $44.99 $34.99 
Dead Ball Zone 09/98 $29.99 $24.99 Super Puzzle Fighter 2 01/97 $29.99 $19.99 Elric 03/00 $48.99 Soulbringer 09/00 $49.99 
Devil Dice 09/98 $34.99 $24.99 Syndicate Wars 07/97 $29.99 $19.99 Eternal Eyes 03/00 $39.99 
Fighter Maker 06/99 $42.99 $29.99 Tecmo Stackers 11/97 $22.99 $14.99 Final Fantasy Anthology10/99 $39.95 $34.99 Suikoden 12/96 $29.99 $24.99 
Front Mission 3 03/00 $38.99 Tetris Plus 10/96 $19.99 $16.99 Final Fantasy VII 09/97 $29.99 $24.99 Tale of the Sun 04/97 $34.95 $19.99 
Game of Life 01/98 $39.99 $29.99 TimeShock Pinball 08/98 $32.95 $24.99 Grandia 10/99 $39.99 $24.99 Tales of Destiny. 10/98 $38.95 $24.99 
Golden Nugget 10/97 $29.99 $19.99 Unholy War 09/98 $19.99 $16.99 Granstream Saga 07/98 $37.95 $24.99 Tecmo Deception 11/96 $39.99 $24.99 
High Voltage 07/99 $39.99 Unjammer Lammy 08/99 $34.95 $24.99 Guardian's Crusade 02/99 $39.99 $29.99 Tecmo Deception 3 02/00 $42.99 
Irritating Stick 02/99 $34.99 $24.99 Uprising X 12/98 $18.95 $14.99 Thousand Arms 10/99 $39.99 $34.99 
Jeopardy 12/98 $29.99 $19.99 Kagero:Deception2 10/98 $39.99 $29.99 Too Human 02/00 $39.95 
LEGO Rock Raiders 02/00 $39.95 Warcraft 2 08/97 $29.99 $19.99 Kartia 08/98 $42.99 $29.99 Vagrant Story 04/00 $39.99 
Master of Monsters 12/98 $34.99 $24.99 Warhammer 2 Dark Omen04/98$29.99 $19.99 King's Field 1 or2 ea. 02/96 $29.99 $19.99 Vandal Hearts 03/97 $22.99 $19.99 
Monopoly 11/97 $29.99 $19.99 Warzone 2100 06/99 $34.95 $29.99 Klonoa 10/98 $39.99 $24.99 Vanguard Bandits 03/00 $44.99 
Néctaris Military Mdnss01/99 $39.99 $29.99 Wheel of Fortune 01/99 $34.99 $29.99 Legacy Kain Soul Reavr08/99 $37.95 $29.99 Wild Arms 05/97 $22.95 $19.99 
‹ Worms Armageddon 12/99 $35.99 Legacy Kain Blood Omen11/96 $39.99 $19.99 Xenogears 10/98 $38.95 $29.99 
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“LUNAR 2: ETERNAL BLUE’ Dark forces are try- 
ing to revive the evil Zophar, & immerse LUNAR 
in darkness forever. Join Hiro and Ruby a thou- ‘SONY PLAYSTATION 7000’ 
sand years after the first adventure, as they work A CD Rom based console gam- 
to unlock the secrets of the Blue Spire. Meet т ing machine. Audio CD quality 
exciting new characters, fight vividly animated sound combined with full frame 
monsters, traverse snow-covered mountain i i video at 30 frames per second. 
peaks, and crawl through slimy dungeon depths 7 5ч д 2 Full motion video capabality. 
as you wind your way toward the terrifying cli- ^ E * Ў gives gamers a full immersive 

Ў gaming experience. This system. 
Сап render up to 360,000 poly- 
gons per second, making graph- 
ics seamless & smooth. Digital 
lighting & texture mapping 
make backgrounds look 
extremely realistic & 360 degree 
camera movement keeps you in 
the action at all times. The basic 
system comes with one con- 
troller, backup ram, power cable 
& connector for your tv. 


d 


PlayStation 


Working Designs (Roleplaying) 101 3 A Sony (Hardware) 
Release: 7/00 8 б Release: NOW 
PSX PSX 


‘VANDAL HEARTS II’ In а 'JOJO's BIZARRE ADVEN- 

medieval world where knights = ر‎ 2 JJ] TURE’ A high speed fantasy 

| & magic are very much alive, ч fighter! Over 10 characters. 

a story unfolds in a mix of =. compete against each other in 

drama & struggle for honor. d = 3D fighting arenas. Classic 

This turn-based strategy " comic book style animation 

game has over 120 weapons. i pem í and hardhitting fighting 

& armor to choose from, each TF action. The new Stand attack 

with their own imbedded TE allows players to unleash 

secret moves, mind-blowing ver each characters materialized 

spell and specialized attack 1 19 BE mental energy upon their 

animations . E EE opponent to deliver devastat- 

Я PE m. ing results. Use tag team style 

ыша combos and other classic 

Konami (Roleplaying) Konami (Fighting) Moves to pulverize your 
Release: NOW. Release: 4/00 opponent. 

PSX PSX 


‘PSX DUAL ANALOG CON- 
TROLLER’ Feel the action 
come to life in this jolting 
accessory. Engineered with 3 
modes of play:analog, analog 
joystick & digital. Dual vibra- 
tion devices at hi & low fre- 
quency. No battery required, 
just plug into your PSX sys- 
tem. Compatible with PSX 
games in digital or analog 
modes. Available in several 
different colors 


Sony (Hardware) 
Release: NOW 
PSX 


‘CRUSADERS OF MIGHT & 
4 MAGIC’ combines fantasy 
and action gaming in dozens 
of 3D worlds filled with nasty 
enemies that you must battle 
and defeat to proceed in the 
story. Several quests to chal- 
Я lenge you as you use magic 
Î weapons and spells to van- 
quish all enemies as you 
М explore the Might & Magic 
worlds. 


'GEKIDO' A fighting game 
with a story. You must 
destroy a malfunctioning 
virus-hunting program using: 
a crack team of hackers and 
techies who are also skilled 
fighters. Each one of 4 origi- 
nal characters has their own 
story line and abilities, as. 
they tackle each other or the. 
Al opponents. Use attacks & 
combos to your advantage in 
the interactive 3D worlds. 
К * Multiplayer mayhem in arena. 
300 (Roleplaying) Interplay ШШ) Or street mode, or progress 
Release: NOW Release: 4, jhrough several levels in 1 
PSX PSX player story mode. 


Tae Eve Wich кы Plein Lowe Canarie ‘GAME SHARK PRO’ Create 
^ your own codes. Give your- 
self infinite health and endless 
ammo. Find hidden charac- 
ters easily. Preloaded with 
thousands of codes for all 
your favorite games and a V- 
Iis (mi Mem, which is 8 memory 
Nese Ce LLLELLLE cards all inside the Pro. Save 
бас EA your codes on any standard 
steered] PSX memory card. Includes а 
bonus Hack Like a Pro tutori- 
al. 


PlayStationit 


Interact (Hardware) 
Release: NOW 
PSX 


FIGHTING VIDEO HINT BOOKS RDWARE 
Time RELEASE New Useo Time RELEASE New UseD TITLE RELEASE — PRICE Tme RELEASE PRICE 

Bloody Roar 03/98 $24.99 $14.99 Mortal Kombat Trilogy 10/96 $19.99 $14.99 Ace Combat 3 03/00 $12.99 Ascii A/V Selector 12/98 $39.99 
Ninja:Shadow Darkness10/98 $24.99 $19.99 Battle Tanx 2 10/99 $10.99 Duo Force 2 07/99 $14.99 
Bushido Blade 1 or 2 ea.10/97 $29.99 $19.99 Perfect Weapon 02/97 $29.99 $19.99 Blue Stinger OSG 10/99 $11.99 Mad Catz Analog Wheel 01/96 $39.99 
Cardinal Syn 08/98 $29.99 $19.99 Pocket Fighter 08/98 $29.99 $19.99 Bushido Blade 2 03/99 $9.99 Mad Catz Dual Analog 06/98 $19.99 
Darkstalkers 3 11/98 $29.99 $22.99 Rampage Universal Tour04/99 $36.99 $29.99 Carrier 02/00 $11.99 PSX Analog Joystick 09/96 $59.99 
Dead or Alive 04/98 $29.99 $19.99 Rival Schools 10/98 $29.99 $19.99 Chocobo Magic Dung 201/00 $12.99 PSX Arcade Joystick 11/97 $19.99 
Destreger 06/99 $39.99 $29.99 Samurai Showdown Warrior02/00$39.99 PSX Cleaner 08/98 $12.99 
Dragon Seeds 10/98 $39.99 $29.99 Shao Lin 04/00 $39.95 $29.99 (Sc; Taxi 02/00 $12.99 PSX Combat Cable 10/95 $9.99 
Dynasty Warriors 06/97 $29.99 $19.99 Soul Blade 02/97 $24.99 $19.99 Crusaders Might & Magic02/00 $12.99 PSX Controller Asstd. Clr. 09/95 $19.99 
05/99 $39.99 $29.99 L Dino Crisis 09/99 $10.99 PSX Dex Drive 02/99 $29.99 
06/99 $39.99 $29.99 Street Fighter Alpha 02/96 $19.99 Donkey Kong 64 12/99 $12.99 PSX Dual Shock Asstd Cir 05/98 $28.99 
10/97 $26.99 $24.99 Street Fighter Alpha 2 11/96 $24.99 $19.99 Dragon Warrior Monsters01/00 $12.99 PSX Game Shark Pro 04/99 $39.99 
12/99 $38.99 $29.99 Street Fighter Coll. 2 11/98 $34.99 с PSX Mega Memory Card 05/96 $22.99 

11/97 $19.99 $14.99 Street Fighter EX 11/97 $29.99 $24.99 Gran Turismo 2 02/00 $12.99 4 
12/99 $39.95 Streetfighter Alpha 3 05/99 $29.99 $24.99 House of the Dead 2 10/99 $10.99 PSX Mouse w/Pad 11/95 $31.99 
guilty Gear 12/98 $39.99 $29.99 Super S.F. 2 Collection 12/97 $29.99 Jet Force Gemini 10/99 $10.99 PSX Multi Stick 06/98 $9.99 
juilty Gear 2 03/00 $39.99 Tai Fu 04/99 $32.95 Legend of Zelda 64 12/98 $12.99 PSX Multi-Tap 01/96 $32.99 
( Tekken 2 08/96 $17.95 $14.99 Lunar Silver Star Story 06/3 $11.99 PSX RFU Adapter 09/95 $14.99 
Jurassic Park:Warpath 11/99 $33.95 $24.99 Tekken 3 04/98 $24.95 $19.99 PSX RGB Cable 02/97 $9.99 
(1 Grand Prix 01/00 $39.99 Tenchu 09/98 $29.99 $19.99 Perfect Dark 04/00 $12.99 PSX Stereo A/V Cable 12/95 $14.99 

«ensei Sacred Fist 12/98 $39.99 $29.99 Toh Shin Den 3 06/97 $29.99 $19.99 Rainbow Six 01/00 $12.99 

(ing of Fighters 95 09/96 $19.99 Toshinden 09/95 $19.99 Sonic Adventure 10/99 $10.99 PSX System with Game 09/95$129.99 
Marvel Super Heroes 10/97 $29.99 $19.99 Wu Tang Shao Lin 11/99 $32.95 Spyro the Dragon 2 12/99 $12.99 Saitek PX3000 TiltPad 02/00 $44.99 
MarvelSprHero Vs. SF 03/99 $39.99 $29.99 X Men 3D 06/00 $39.99 Suikoden 2 10/99 $12.99 Saitek RX150 Wheel 03/00 $49.99 
Masters of Tera Kasi 11/97 $29.99 $19.99 X-Men Child Atom 03/98 $19.99 $14.99 Vandal Hearts 2 12/99 $12.99 The Glove 11/97 $26.95 
Mortal Kombat 4 06/98 $44.99 $19.99 Xmen Vs Str Fightr 06/98 $29.99 $19.99 WWE Smackdown 02/00 $10.99 Tilt Force 2 07/99 $29.99 
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“STAR WARS: FORCE 
COMMANDER’ As a 
leader of the Rebel 
Alliance, or Galactic 
Empire commander, you 
direct your forces 
through a series of mis- 
Sion-based ^ chapters, 
each taking place on a 
| different world & con- 
taining an average of 3 
missions. Establish a 
base, capture strategic 
buildings & units, & 
destroy enemy forces. 
Amass over 100 регѕоп- f 
nel, vehicles, & buildings. id 


STAR WARS. 


FORCE 
Sn UAM 


LucasArts ts Gat 
Release: 4/0 
PC CD 


"HALF LIFE: TEAM FORTRESS 2: 
BROTHERHOOD OF ARMS' Go 
into battle as part of a cohesive 
squad of warriors. Assume one of 
12 roles, each with strengths & 
weaknesses. If you're looking for a 
straight-up fight, you'll choose 
Marine or Commando. Prefer the 
shadows? You'll make a cunning 
Spy or Sniper. Focus the raw force 
of your team's talents through 
communication & strategizing. 
Sierra (Action) 

Release: 10/00, 

PC CD 


‘RAINBOW SIX: ROGUE SPEAR’ 
Features new weapons, snipers, 
terrorists & hostages. Guide your 
team with a joystick, add more ter- 
rorists with the mission editor, & 
send your friends a copy of your 
greatest attack with the cinematic 
repla feature. 4 
Red Storm Mom 

Release: NOW 

PC CD 

‘ROGUE SPEAR: URBAN OPERA- 
TIONS EXPANSION PACK" 
Release: 5/00 


TEN 2152553 


е OF ARMS 


‘STAR TREK: KLINGON ACADE- 
MY’ includes a 30 mission, solo- M 
| play campaign & multiplayer mode. M 
Features 3D interactive space ter- 
rain, innovative gunnery chair, over 
40 new warships, 10 new weapon 
systems, and a comprehensive 
mission editor. 


Interplay (Action) 
Release: 6/00 
PC CD 


‘DAIKATANA’ Slash your way 
through time with the aid of your 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different | 
eras. Advance in multiple skill levels 
such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible graph- 
ics and challenging artificial intelli- 
gence. 


ШЕЕ 


Eidos (Action) 
Release: 4/00 
PC CD 


‘DEUS EX’ In this thrilling roleplay- 
ing adventure, you play the part of a 
powerful,  nano-technologically 
augmented anti-terrorist agent. It's 
up to you to stop the conspirators 
from achieving their goals. Travel 
the globe in a quest for knowledge, 
develop your characters strengths, 
uild a network of allies to assist 
you, and determine when stealth. 
and strategy are more important 
than action. 
lonStorm (Roleplaying) 
Release: 4/00 


PC CD 


CUN 
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BOARD GAMES CARD GAMES 
Tm RELEASE PRICE Tme RELEASE PRICE Tme RELEASE Расе Tme Release Price 
1835 or 1856 11/94 $39.99 Dragon Dice 09/95 $11.99 Risk 03/96 $37.99 7th Sea SD 09/99 $8.99 
2nd or 3rd Fleet 12/94 $29.99 Eagles Empire Asstd. ea, 11/95 $34.99 Robo Rally 01/96 $36.99 Battletech Starter 1196 57.99 
Acquire 06/95 $29.99 Eastern Front 2nd Ed 12/94 $52.99 Samurai Swords 04/97 $48.99 Digimon Starter Deck 0300 $9.99 
Across Five Aprils 12/94 $25.99 Empires in Arms 12/94 $36.99 Scrabble Dix 08/97 $49.99 MTG 6th Edition Starter 05/99 $8.99 
Аде of Renaissance 12/96 $49.99 Europa 1945-2030 05/99 $37.99 Settlers of Catan 11% $32.99 MTG BP Assorted ea. 06/98 $2.99 
Air Baron 07/96 $29.99 Flight Leader 12/94 $24.99 Stonewall in Valley 05/95 $31.99 MTG SD Assorted ea. 07/98 $8.99 
Airlines 1 or 2 ea. 08/98 $34.99 Galacia & Tannenberg 01/00 $36.99 MTG Mercadn Masques 5010/99 $9.99 
Alexanders Generals 01/95 $32.99 Gettysburg 3 Days July 05/96 $34.99 Successors 03/98 $42.99 
America in Flames 01/99 $49.99 Great War at Sea 3 or 4 ea.04/99 $32.99 Sushi-Jalapeno War 01/99 $39.99 Middle Earth Wizard SD 12/95 $5.99 
Ancient Empires 01/95 $29.99 9 Thunder's Edge 09/99 $42.99 Pokemon BP1 or 2 ea. 06/99 $5.99 
Awful Green Things 05/96 $17.99 Hannibal 03/96 $3699 US. Rails 12/96 $1299 Pokemon SD 1 or 2 ea. 12/99 $999 
Axis & Allies 11/94 $49.99 Ноте Before Leaves Fall 05/99 $99.99 Victory 06/99 $38.99 Pokemon Scratchees SD 04/00 $10.99 
Imperium 2000 06/00 $39.99  VinciRise & Fall Civil 11/99 $26.99 Star Trek TNG SD 07/95 $8.99 
Barbarossa Army Grp Gtr 02/99 $5499 — India Rails 08/99 $31.99 999 Star Wars BP Asst 12/99 $299 
Battle Mist 10/98 $42.99 Knightmare Chess 2 06/98 $1399 We the People 12/94 $36.99 Tomb Raider SD 09/99 $899 
Battle Over Britain 01/95 $21.99 Lionheart 10/87 $34.99 Wooden Ships Iron Men 12/94 $2299 
Baleground WW? 03/99 $2889 Lords ol Sierra Madre 0266 $3999 [RISK on Your mission = eaplute 
Lords of the Renaissance 08/69 $25.99 s 
Blackbeard 12/94 $31.99 — Midway 1284 26.99 |YOUr opponent's flag and protect 
Brandywine 03/00 $3299 Mississippi Queen 11/98 sasoo |Your own. When engaged in bat- 
tle, characters morph into ranked 
Campaigns Civil War 02/95 $21.99 Monopoly Deluxe 05/08 52399 men 
Car Wars Deluxe. 07/%6 $2199 Monopoly Marvel Comics 10/89 $34.09 |100 Soldiers. It's а battle (o the 
Carnage 04/99 $58.99 death! Pit your wits against fellow 
Chariot Lords 03/00 $49.99 Мое Armada 05/99 $49.99 Haney (Strategy) БШШ 
Circus Maximus 12/04 $1399 Othello 04/99 $21.99 | Release: NOW 
Colonial Diplomacy 01/95 $48.99 Over There osoo s9939 |D ep 
Colorado Rails 02/97 $1699 Parcheesi 0299 $9.99 
Crimson Skies 01/99 $29.99 Paths of Glory WWI 10/99 $4299 | RISK PC’ 
Cthulhu Cults Across Amer.09/98 $38.99 Pokemon Jr. Adv. Game 01/00 $12.99 | Release: NOW 
Deluxe Diplomacy 12/94 $49.99 Quests of Round Table 02/99 $1999 | ‘RISK BOARDGAME" 
Deluxe Pente 10/99 $17.99 Quo Vadis 03/00 $2999 | Release: NOW 
Diskwars Asstd. Armies 07/99 $8.99 Ranger 07/99 $22.99 
HINT BOOKS PC:TRADITIONAL ROLEPLAYING 
‘Abomination 01/00 $1799 3D Uhra Lionel Traitown 12/99 $19.95 AD&D Castle Falkenstein 06/95 $28.99 
Alien Vs Predator 07/99 $16.99 Babyz 40/99 $28.99 Dungeon Master Guide 02/95 $23.99 Changeling 09/95 $26.99 
Bridge Delux2 W95 02/98 $1495 9 City Designer 2 10/99 $36.99 
Die Hard Trilogy 2 02/00 $1199 Bridge Trix 03/00 $39.95 Encyclopedia Magica 1-4 ea.04/95$22.99 Conspiracy X 09/96 $24.99 
Die by Sword OSS 09099 $1999  Catz4 09/99 $24.95 Cyberpunk 2020 05/95 $18.99 
Drakan 09/99 $17.99 Chessmaster 7000 08/99 $28.95 Wizard Spell Comp 1-4 ea.10/96 $22.99 DC HeroesDixe Universe Box12/99$29.99 
Half Life Oppsing Fre 12/99 $17.99 TSR Jam 99 04/9 $11.99 F у? 
Half Life Team Fort2 09/00 $17.99 Coffee Break Games 0399 $6.99  LegendsHeroKings 11/95 $17.99 DeadlandsHell on Earth 12/98 $26.99 
Messiah OSS 11/99 $19.99 Cosmo Fashion Makeover 10/89 $17.99 Dragonkings 02/95 $1699 Dragon Ball Z 10/99 $18.99 
Quake 3 Arena 42/99 $17.99 Cosmo Fashn Mkeovr Dix 10/99 $3495 — Calimport 12/98 $15.99 Dragonlance Sth Age 0995 $21.99 
Rogue Spear 40/99 $17.99 Сото Virt Makeover 2 10/99 $25.85 Demi Human Deities 12/98 $21.99 Dune 03/00 $29.99 
System Shock 2 09/99 $17.99 Cosmo Virt Mkeovr 2 Dix 10/99 $42.95 Огасопотісоп 02/00 $1699 Earthdawn 06/95 $17.99 
Tomb Raider 4 42/99 $12.99 Созто Vrt Mkovr wCamera09/99 $88.95 Drizzt Do'Urden Underdark11/99 $18.99 Fading Suns 02/97 $21.99 
Indy Jones Infrnl Mchn 12/99 $17.99 Cosmo Vit Mkvr StIPK1 02/00 $1395 FR Interactive Atlas 10/99 $56.99 Fantasy Earth 01/96 $9.99 
Pharaoh 12/99 $17.99 Cosmo Vrt Mivr Styl Pk 2 02/00 $13.95 Forgotten Realms Строп 07/95 $27.99 GURPS Rulebook 02/95 $2299 
Anachronox 02/00 $17.99 Cosmo Vti Mkeovr Coll 06/99 $38.95 Greyhawk Players Guide 12/98 $13.99 с 
Asheron's Call OSS — 02/00 $17.99 00724 10/99 $26.99 Lankhmar, City of Adv. 09/06 $9.99 Hercules & Xena 09/08 $25.99 
Baldur's Gate 03/99 $17.99 E-Mail Games Battleship 02/00 $19.95  PlanescapeCamp Setting 02/95 $28.99 Негов Unlimited 2nd Ed. 02/98 $21.99 
Crusaders Might Magic 01/00 $17.99 E-Mail Games Scrabble 02/00 $19.95 Planewalker's Handbook 09/96 $21.99 Hunter 11/99 $25.99 
Deus Ex 03/00 $17.89 Hong Kong Mahjong 12/96 $8.95 Child Night Asstd. ea. 05/99 $1599 In Nomine 03/97 52399 
Diablo 2 056 05/00 $17.99 Hoyle Solitre & Mhing 0899 $18.95 Gothic Earth Gazetteer 1295 $8.99 Jovian Chronicles 04/98 $2598 
EverQuest OSG 04/99 $16.99 МТУ Music Generator 0400 $28.95 Van R Monster Hntr 1-3 ea.02/99 $21.99 МЕВР2 Softcover 10/95 $1999 
EverQuest:Ruins Kunark 04/00 $17.99 — Masque Blackjack 02/00 $18.95 RPG MTG Interactive Епсус 11/99 $54.99 
Fallout 2 02/99 $1999 Monopoly 2 10/99 $2895 7th Sea Players Guide 0709 $25.99 Macross 2 04/95 $11.99 
Might & Magic 8 03/00 $17.99 Scrabble 2 09/99 $28.99 Aberrant 11/99 $2099 Маде 2nd Ed. 02/95 $28.99 
Nox 03/00 $17.99 Shanghai 2nd Dynasty 12/99 $34.95 AlternityGamemaster Guide05/98 $2599 Marvel Super Heroes 09/98 $21.99 
Planescape Torment OSG 03/00 $17.99 Simpsons Virtual Spring 10/97 $18.95 Ars Magica dth Ed 08/95 $25.99 — Mechwarrior 07/95 $13.99 
Ultima 9: Ascension 12/99 $16.99 Solitair Antics Delu 02/00 $1895 Brave New World 09/99 $2599 Nephilim 0995 $1899 
B-17 Flying Fortress 2 0300 $17.99 Totally MAD 12/99 $49.95 Bubblegum Crisis 12/96 $22.99 Palladium Fantasy 03/98 $21.99 
Delta Force 2 OSG 12/99 $17.99 X [ 99 Pendragon 4th Ed. 05/95 $24.99 
MechWarrior 3 Exp. Pak 02/00 $17.99 Who Wnts Be A Mire? 12/99 $15.95 Campaign Cartographer 2 10/99 $69.99 Rifts 06/95 $21.09 
ш 0859 эпола Riddle Rooms Asstd. ea. 04/99 $9.99 
ge of Empires 2 11/99 $17.99 Robotech 04/95 $11.99 
Alpha Centauri 02/89 516.99 |based game of exploration, colo- Jed Shadowrun 3rd Edition — 10/98 $28.99 
Heroes ММЗ Shadow Deatn03/00 $17.99 {ization & conquest, this all-new уутаа 
Homeworld 109 s1299 [game builds on the foundation of RELATA Swords of Middle Kingdomo6/99 $23.99 
Majesty oso 517.99 |$ legendary predecessor. More Traveller 09/96 $22.99 
Master of Magic 03/95 segg (than 80 preset scenarios, superior A уй Tribe 8 10/98 $25.99 
Railroad Tycoon 2 1288 s1999 [О Unique species, a diplomat- A^ Trinity Battleground 11/98 $54.99 
Roller Coaster Tycoon 12/99 $17.99 |10 system; network play, a power "a Trinity 03/98 $26.99 
simcity 3000 01/99 516.99 | ful scenario editor & tactical com- Twilight imperium 02/00 $17.99 
Star Trek Armada OSG 05/00 $17.95 | at with control over fleet forma- €E A Unknown Armies 09/99 $21.99 
Starcraft Te ECHOES ute E a Vampire 3rd Edition 10/98 $27.99 
Starcraft Scenario Ed 01/99 $16.99 | standing orders ee Warhammer Fantasy — 06/95 $24.99 
Starcraft: Brood Wars 01/99 $1699 Mindscape Strategy) Werewolf 02/95 $24.99 
T PC CD World of Darkness 06/95 $15.99 
Warcraft 2 Battle.net 10/99 $12.99 Wraith 02/95 $24.99 


SANAT Pion HITS hn: 


PERFECT 
DANK 


< 


NEW 
ЕШ 


"PERFECT DARK is a first person shooter with a twisting plot line set in 
the near future. Control special operative Joanna Dark as she completes 
missions & wastes tons of bad guys. Motion captured villians, dynamic 
lighting & explosive effects, surround sound and 3 difficulty levels with. 


NINTENDO 64 GAMEBOY COLOR increasingly smarter AI in each stage. Single or multiplayer action. 
Nintendo (Adventure) 


Tm RELEASE PRICE Tme RELEASE PRICE TLE Release PAICE Tm Rerease PRICE 
40 Winks 04/00 $46.99 Legend Mystical Ninja 64 06/98 $34.99 Pokemon Snap 08/99 $49.95 1942 oio зове | Release: 6/00 МВА 
All Star Baseball 2001 03/00 $49.95 Legend Zelda Majora Mask10/00 $59.99 РО | 0 Armada 04/00 $28.99 = - - 
All Star Tennis 99 10/99 $44.99 Legend of Zelda 11/98 $29.95 Quake 2 07/99 $49.99 Army Меп 03/00 $28.99 BANJO-TOOIE Join 
Atmorines 12/99 $44.95 Lode Runner 64 06/99 $39.95 — Rainbow Six 11/99 $54.95 Bass Masters Classic 01/00 $28.99 КШ S E E 


Army Men Air Combat 05/00 $49.99 Madden Football 2000 09/99 $49.95 — RayMan 2 10/99 $54.99 Battle Tanx 03/00 $28.99 
Asteroids Hyper 64 12/99 $49.99 ‘STARCRAFT 64’ 24th | Bionic Commando 01/00 $28.99 
T century A.D. Terrans аге | Bomberman Quest 04/00 $28.99 


worlds, full of magic, 
power ups & enemies. The 
worlds cover about 150 


Bass Masters 2000 12/99 $49.99 at war. But the invasion | Bugs Bunny 4 03/00 $28.99 
Battle Tanx 2 10/99 $49.99 by 2  suprahuman| Castlevania 2 05/00 $28.99 areas & 9 bosses, which 
Batilezone 04/00 $58.99 species forces them to | Cruisin’ Exotica 07/00 $28.99 the pair can explore 
Beast Wars 04/00 $42.99 join in a fight for sur- together or separately. 


Mini-games are featured in 


Blues Brothers 2000 05/00 $59.99 
every level and players can. 


Brunswick Bowling 12/99 $49.99 


vival. Play as the Terrans, | Darts 03/00 $28.99 
the Zerg or the Protoss. | Donkey Kong Country 2 08/00 $28.99 


Bust a Move 99 04/99 $39.99 Erect & defend struc-| Dragon Warrior Monster 02/00 $28.99 |= control the spell-casting 
California Speed 03/99 $49.99 tures, build & deploy | ECW Hardcore Revolution 03/00 $28.99 | Nintendo (Adventure) Mumbo Jumbo. Up to 4 
Castlevania Spec. Ed. 12/99 $49.95 | Weapons & vehicles, | Extreme Games 05/00 $28.99 | Release: 6/00 players can play. 
Chameleon Twist2 07/99 $4999 Je (Strategy) train [ое nd ш Game & Watch Gallery 3 12/89 $28.99 | NI 

Command & Conquer 07/99 $49.95 ings & launch attacks. = 

ае. 10/98 $49.99 |Helease: 4/00 9 Ghost'n Goblins 01/00 $28.99 POKEMON: TRADING 
CyberTiger Golf 03/00 $49.99 Harvest Moon 11/99 $31.99 CARD GAME? Based on the 
Destruction Derby 10/99 $46.99 Magical Tetris Mickey 01/99 $52.99 Resident Evil 64 11/99 $59.95 Legend Zelda Fruit Tree 06/00 $32.99 | hit trading card game. Build 


Diddy Kong Racing 12/97 $39.99 — Mario Golf 64 08/99 $44.95 Ridge Racer 03/00 $49.95 Light MagnifierAsstd Cirs 06/99 $7.99 & refine your deck, trade 


Donkey Kong 64 12/99 $59.95 — Mario Party 2 02/00 $49.95 — Shadowgate 64 06/99 $49.95 Link Cable Asstd. Colors 06/99 $7.99 - Cards With Yolu irlonds 
become a Game Master. 


Duke Nukem Zero Hour 09/99 $4999 Mini Racers 04/00 $5299 Smash Brothers 05/99 $46.95 Magical Tetris Mickey 03/00 $28.99 à 

с Monopoly 42/99 $4299 South Park Rally 03/00 $49.95 — Mario Golf 10/99 $28.99 Your goal is to defeat the 4 
Earthworm Jim 10/99 $56.99 N64 ControllerAsstd Color 10/96 $26.99 Space Invaders 12/99 $49.95 Metal Gear Solid 05/00 $28.99 Grand Masters by collect- 
Eternal Darkness 07/00 $59.99 N64 Memory Cart 11/96 $11.99 — Star Wars Racer 05/99 $26.95 Millenium Winter Sports 03/00 $28.99 ing, trading & dueling. Use 
ExciteBike 05/00 $49.99 N64 Rumble Pak 09/97 $19.99 Monster Rancher Bitle Crd03/00 $28.99 the Link cable to duel a 
Extreme G 2 11/98 $49.99 Super Mario Adventure 04/00 $59.99 Ms. PacMan 11/99 $28.99 friend or create a new card 
FIFA Soccer 99 10/98 $49.99 N64 Transfer Pak 03/00 $19.99 — Tetris 64 08/99 $49.99 — Perfect Dark 06/00 $28.99 using the infrared Card Pop. 
Fighters Destiny 2 05/00 $49.99 NAMCO Museum 64 11/99 $3299 Топу Hawks Pro Skater 03/00 $49.95 Nintendo (Strategy) 
Fighting Force 64 06/99 $54.99 МАЅСА 2000 09/99 $39.99 Top Gear Rally 2 04/00 $54.99 Pokemon Trading Card 04/00 $28.99 Release: 4/00 
GEX 3:Deep Cover 1099 $59.99 МВА Courtside 2:30n3 11/99 $49.99 Тоу Story 2 11/99 $5499 Porky Pig 04/00 $28.99 GBC 


Gauntlet Legends 09/99 $49.95 МВА In Zone 2000 03/00 $49.95 Turok Dino Hunter3 11/99 $44.99 Rainbow Six 06/00 $28.99 “DRAGON WARRIO 


Goemon's Great Adv. — 09/99 $49.99 МВА Live 2000 11/99 $49.95 Velocity 04/00 $54.99 Revelation Demon Slayer 09/99 $28.99 4 
Golden Eye 007 09/97 $39.99 МВА Showtime NBA/NBC 11/99 $49.95 Vigilante 8 2 Offense 02/00 $49.95 SF Alpha Warriors Dream 03/00 $28.99 ШОН ЕНЕ ОНУ 
Harrier 2000 04/00 $59.99 NFL Blitz 2000 08/99 $54.99 Virtual Chess 64 06/98 $49.99 Silver Streak Pinball 04/00 $28.99 TE ШШЕ Save Hn ЧЇ 
Hybrid Heaven 09/99 $49.99 МА. QB Club 2000 09/99 $39.99 — Virtual Pool 12/98 $39.99 Star Wars Racer 12/99 $32.99 napped sister from a magi- 
Hydro Thunder 03/00 $54.99 NHL Breakaway 99 12/98 $39.99 WWF Wrestlemania 2000 11/99 $54.99 Тоть Raider 04/00 $28.99 cal tree. Use magic & fight- 
Indy Racing League 2K 04/00 $39.99 Nightmare Creatures 2 03/00 $5299 — WarFinal Assault 04/00 $56.99 TopGear Pocket2 03/00 $28.99 ing) skills to conquer your 
Jet Force Gemini 10/99 $45.95 Nuclear Strike 12/99 $44.05 Wild Water Champion 05/00 $52.99 — Triple Play 2001 04/00 $28.99 LE SO OTT 
Ogre Battle 3 07/00 $62.99 WinBack 10/99 $49.95 WCW Mayhem 04/00 $26.99 | families, each of which has 
Knockout Kings 2000 11/99 $39.99 PGA European Tour Golf 04/00 $48.89 Worms Armageddon 03/00 $49.95 Wario Land 3 05/00 $28.99 150 2 eats. PIG with) 
LEGO Racers 10/99 $49.99 Paper Boy 64 11/98 $4299 X Men 3D:Mutant Acad 07/00 $49.99 Worm LightAsstd Colors 03/00 $9.99 yews mat УШ tight 
DREAMCAST USED GAMES against them. К 
4 Wheel Thunder 03/00 $44.95 Dreamcast Starfire Blast 11/99 $29.99 — Gipawing 0400 $4699 — AeroGaugeNG4 09/99 $29.99 Fitos (Roleplaying) 
Armada 18/99 $46.99 5 Grand Theft Auto2 0300 $46.99 Aero Wings DREAMCAST 11/99 $3499 | JÑ ` GBC 
Baldur's Gate 04/00 $52.99 Dreamcast Tremor Pak 09/99 $12.99 Hidden & Dangerous 06/00 $46.99 Blue Stinger DREAMCAST 01/00 $29.99 
Boarder Zone 04/00 $46.99 Dreamcast Visual Memory09/99 $29.99 Hydro Sprint 07/00 $46.99 Bubsy 3D PSX 09/99 $19.99 "DRACONUS" Bring know: 
Carrier 03/00 $39.95 ЕСМ Anarchy Rulez 08/00 $46.99 Industrial Spy 04/00 $44.95 Cruisin’ USA N64 09/99 $29.99 aigalar therarcane añs and 
X 5 ECW Hardcore Revoltn 03/00 $46.99 Legacy Kain Soul Reaver 01/00 $46.99 Dark Stalkers PSX 09/99 $19.99 mastery of deadly sword- 
Centipede 12/99 $39.99 ESPN Baseball Tonight 05/00 $46.99 Legend of Blade Masters 06/00 $39.99 Extreme G N64 09/99 $29.99 play to bear on the evil that 
Chu Chu Rocket 03/00 $3499 Ессо the Dolphin 07/00 $4699 — Monster Breeder 05/00 $44.95 Flying DragonN64 10/09 $24.99 ene see dei ed 
“RESIDENT EVIL: CODE | NBA Showtime NBA/NBC 11/99 $44.99 Glover N64 09/99 $24.99 tions of civilization. Use dif- 
VERONICA" The plague | NFL OB club 2000 12/09 $4499 Hydro ThunderDREAMCSTO2/00 $29.99 EAEAN тео A 
spreads to Dreamcast, | Nightmare Creatures2 03/00 $44.95 Int'l Superstar SoccerN64 09/99 $29.99 ШЕЕ. alB GB 00 
Command Claire Redfield | Off Road Challenge 05/00 $46.99 Mortal Kombat TrilogyN6409/99 $29.99 F sn WB Deran Lani a6 van 
as she searches for her| Plasma Sword 03/00 $39.99 Nanotek Warrior PSX 0899 $14.99 КАШ explore over a dozen levels 
i ИТ EVIL missing brother, Chris. [ Nightmare Creatures N64 09/99 $29.99 each with their own puzzles, 
CODE: Veronica Graphics so real, so terrify- Renegade Racers 04/00 $46.99 — PenPenTrilcelonDREAMCSTO2/00 $28.99 E enemies and traps. Н 
ing...you'll beg to keep the Resident Evil Code Veron 03/00 $46.99 Porsche ChallengePSX 01/00 $19.99 3 Crave ( hting 
lights on. New st-Person| Sega Sports NHL2K ^ 02/00 $46.99 Pro Pinball PSX 09/99 $24.99 ИГЕН ting) 
perspective battles take you | Seven Mansions 06/00 $46.99 Rampage World Tour N64 02/00. $32.99 CRAVE, Dreamcast 
directly into the horror. x Ready2RumbleDREAMCASTO1/00$34.99 
Capcom (Adventure) | Speed Devils 11/99 $46.99 Robotron XN64 09/99 $19.99 т т 
E E Î Sir Tek Neu Words 0600 $4636 mop ТРОХ 0889 950 CASTLEVANIA. КЕБИН; 
Dreamcast | Streettighter Alpha 3 03/00 $44.95 Slave Zero DREAMCAST 01/00 $34.99 fon IND DRESS veu 
Super Magnetic Neo 06/00 $44.99 Soul Blade PSX 09/99 $19.99 VEI ОТЕ СӨ ТЫШ Gui 
Crazy Taxi 02/00 $46.95 Evil Dead Ashes2Ashes 06/00 $46.99 Time Stalkers 03/00 $46.99 Speed Devils ОАЕАМСАЅТО2/00 $34.99 Castisvanie S aL IDE 
Dark Angel Vamp Apoc 06/00 $44.95 — Fi World Gran Prix 03/00 $46.99 Ultimate Fight Champ 07/00 $46.99 TOCA Tour Car Champ PSX01/00 $19.99 tion. Step into this tangled- 
Dead or Alive 2 03/00 $39.95 Fighting Force 2 12/99 $39.95 Virtua Striker 2 03/00 $39.99  WarGames Defcon 1 PSX 09/99 $19.99 trap-filled castle, ready to 
Draconus 0300 $46.99 FurF 05/00 Worldwide Soccer 2K 05/00 $46.99 Wild 9 PSX 01/00 $19.99 аа ае tisse suck 
Dreamcast Controller 09/99 $29.99  GetBass 10/99 $42.99 Zombie Revenge 01/00 $39.95 Wipeout 64 N64 09/99 $29.99 


ers to Hell and back. 


Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


applies, All sales final, S&H calculated on a per order, per shipment, and per item basis, The Standard Prony Express Express Malo —MalTo 
"per order charge is charged once per order placed, the "рег item’ charge is charged once US Mal US. Mal Canada The World | f 

for each item ordered and the "per shipment’ charge is charged once for each shipment we | par order LE AE NE NES NE Das Konami (Roleplaying) 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to | Per Shipment 125 — $100 5500 $13.00 $200 5200 е lease: 6/ 
Computer Games Strategy Plus. Call for details. Per tem 3075 5100 $100 5200 — $200 58600 Dreamcast 
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Improvements 
After reading the last issue's edito- 
rial comments | started thinking on 
how this already great magazine 
could be improved upon. Pausing 
to reflect on the finer things in life, 
that's when it came to me: you 
need more pictures of half-naked 
women. Now that may be post 
pubescence talking but you cannot 
deny sex sells! | think most people 
(men mostly) would agree. 

Doug R Wood 


What about our female readers— 
both of them? And think of the 
children... won't someone think of 
the children.... —ed 


April foolin’? 
| was cruising through your April 
issue when | came upon the 
Newswire story about the "Direct 
Brain" force feedback technology 
[page 29]. | about laughed my butt 
off on that one. As soon as | read it 
| scanned the front cover for the 
date... sure enough April 2000. 
You guys crack me up! Good 
foolin'. Happy April fools guys. 
Titan 


Uh, www.vm3.com/MotionWare. We 
do not make this stuff up.... —ed 


Chris Sawyer 

Transport Tycoon is still (IMHO) one 
of the best games ever. It's nice to 
see Chris Sawyer strike again with 
RollerCoaster Tycoon. I'd really like 
to see MicroProse work with him 
again to issue Transport Tycoon 
2000 and bring that marvelous 
creation up-to-date. 

Having heard nothing about 
Chris Sawyer after that game, | was 
wondering what had happened to 
him. Again, thanks for the interview. 


i oun 


Stamps of fury 

Recently | was reading through your 
February issue and noticed some- 
thing that disturbed me. It seems 
that your "Stamp of Approval" isn't 
related to your rating for a game. | 
say this because there were five 
games in the issue that received a 
"Stamp of Approval." Of these five 
games, one got five stars, three got 
4,5 stars, and one got 3.5 stars. Yet, 
of the eight games that got four 
stars, not a single one of them got 
the stamp. This leads me to believe 
that you use a different rating sys- 
tem to determine which games get 
your "approval." 

So, what's a reader to do, 
believe your star rating system or 
believe your "Stamp of Approval" 
since they don't seem to agree 
with each other? 

Sam Fortiner 


That 3.5 rating for Asheron's Call 
was a mistake; it was supposed to 
be 4.5 stars. Our policy is to only 
award games a "Stamp of 
Approval" when they receive 4.5 
stars or higher. —ed 


Dragon Ball Z porn? 
1 like to read your magazine when 
Гат bored. | like it a lot. | also like 
Taco Bell, Dragon Ball Z and porn. 
But your magazine doesn't have 
any of those things. That's OK 
because it is still cool. 

Tom Vessel 


The Love Issue 

Yeah, yeah, we all love your mag- 
azine... that's why we're reading 
it. Now that we've established 
that, why the hell is every letter in 
Rebound a fan letter [ССМ 113]? Do 
your readers have nothing to con- 
tribute about their gaming experi- 
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letters: comments: advice? editor@mcdmag.com 


Will Duke Nukem Forever dominate the sales charts like the original Duke 3D? 


Duke rules the charts 
I saw the list of the Top 20 selling games of the 90s in the current issue of CGM 
[Upfront, CGM 113]. Duke Nukem 3D is number 11 on the list. 

I'm positive Duke 3D would easily make the top five if they correctly 
added the totals. The problem is that Duke Nukem 3D and Duke Nukem 
Atomic Edition are counted as two different games, when really they're the 
same game except the latter has as extra mission and came out about eight 
months later. When GT Interactive bought FormGen, the publisher of Duke 
3D, they wanted a new sku [a number given a product at retail stores] 
because FormGen incorrectly priced Duke Nukem 3D. Atomic Edition itself 
sold over 300,000 copies. Plus, 3D Realms sells games directly to cus- 
tomers, something most developers do not do, so there's another 50,000 
direct sales we got that are not tracked by PC Data. 

Add all of these together and we're looking at a figure over 1.4 mil- 
lion, putting Duke at number four on the list. Unfortunately, because of 
the Atomic Edition being treated separately, it detracts from how well 
Duke Nukem 3D really sold. 

Scott Miller 
Apogee Software, Ltd. and 
3D Realms Entertainment 


search of your inbox for "love and 
magazine" and print the results? 
It's pathetic. Get over yourselves 
and put some real, relevant letters 


! because ме have AOL. Do you have 

i 
up. Thank you. ! 

| 

i 


AOL? —ed 


ERRATA: The rating for Q*Bert in 
CGM 113 was incorrect—it should 
have been 4 stars. Also, we omit- 
ted the “Stamp of Approval” that 
was awarded to Jane’s F/A 18. We 


Neon Noodle 


We're not sure what a Boolean 


Joel E. Davis | ences or do you just do a Boolean search of our inbox would be regret both errors. —ed 
PAGE(S) ADVERTISER WEB SITE ADDRESS. PAGE(S) ADVERTISER WEB SITE ADDRESS. 
16-17 3dfx www.3dfx.com 24-25 с.о.р. www.godgames.com 
35 3DO www.3do.com 78-79 GT Interactive www.gtgames.com 
15, 47 Activision www.activision.com A3 Happy Puppy www.happypuppy.com 
8-9 Blizzard www.blizzard.com 6-7, 33 InterPlay www.interplay .com 
94-99 Chips & Bits www.cdmag.com/chips 91 Kids Domain www.kidsdomain.com 
AT Console Domain www.consoledomain.com 59, 57 Mattel Interactive | www.ssionline.com 
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CONQUERORS 


EXPANSION 


There’s a lot in store for Age of Empires II fans this year. 
New civilizations. New terrain, new architecture, new 
units, new animals, new campaigns, new branches on 
the research tree, smarter (what a relief) villagers, and 
did we mention conquerors by the cubic yard? There are 
even a few new features which should make the game 
more enjoyable for newcomers and addicts alike (we'll 
give you this small hint—one of ‘em involves farms). 
Ensemble Studios and Microsoft will soon return to the 
Age of Empires stage for a hotly demanded encore, and 
we've got the exclusive backstage scoop. Join us next 


month for all the expansion pack info you’ve been itch- 


З, ]UNE 2000 


ing to hear! 
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COMPUTER GAMES 


Great Computer. Great Processor. Great Price. 


п Intel® Pentium® Ill Processor at 600EB MHz 

= 64MB SDRAM и 4.3GB' Ultra ATA Hard Drive 
m 15" (13.8" vis) E550 Monitor 

п Intel’ ЗО AGP Graphics 

п 40X Max CD-ROM Drive 

m SoundBlaster 64V PCI Sound Card 

п PC Speakers 


п V.90 56K Capable PCI DataFax Modem for Windows® 


m MS? Works Suite 2000 
m MS* Windows® 98, SE 
= 3-Yr Limited Warranty? m 1-Yr At-Home Service“ 


$ 899 ФЭ E-VALUE CODE: 89814-500508 


DELL RECOMMENDED UPGRADES: 
= 10GB* Ultra ATA Hard Drive, add $70 
m 17" (16.0" vis, .28dp) E770 Monitor, add $70 


The idea is simple, cut out the middleman, give people a 
better deal. The proof is astonishing, a Dell" Dimension" 
loaded with an Intel® Pentium” 111 processor for just $899. 
This speedy processor gives your family the power to run 
all kinds of software, video, music, and games. Plus, 
this Dimension comes with 64MB of memory, speakers, 
modem, and a monitor. Getting this Dell PC, with this 
Intel Pentium III processor at this amazing price is like reaching 
into your pocket for a tissue and pulling out a twenty. A great 
deal on a Dell computer with an Intel Pentium III processor 
is just one more way Dell4me" is helping you get the most 
out of your PC. Dell's award-winning service and support is 
another. And you can only get it by buying direct from Dell. 


рец. ә 


pentiume/// contact us today | 800.545.9695 | www.dell4me.com 


рало 


bringing great 


values home. 


Dell4me" is all about helping you get the 


most out of your PC. Here 


are some of the latest services and resources designed for business, 


pleasure, and education that we're puttin 
1GHz INTEL® PENTIUM” III PROCESSORS 


power on our Dell™ Dimension" desktops. Supplies are limited, 
don't get left in the dust — www.dell4me. 


DELL MOVIE STUDIO. The magic of the movies made easy. 
Capture, create, and share movies using the factory installed 
1394 Card with MGI VideoWave* 111 Digital Editing 


Software, Dell edition. Available on selec 


Dimension systems — www.dell4me.com/moviestudio 


NEXT-BUSINESS-DAY SERVICE‘ Available with every 

Dell Home System. If you have a problem, call 24x7 for a 
tech to troubleshoot with you over the phone. If hardware 
support is needed after phone-based troubleshooting, a 


technician can be sent to your home. 


PAYMENT OPTIONS. Each of our customers has different 


needs. So when you're ready to buy, Del 


payment options designed to fit your specific budget. 


DELL" NOTEBOOKS: 


DE INSPIRON” 3800 — 


Design and Affordability 


= Intel® Celeron" Processor at 450MHz 

п 12.1" SVGA Active Matrix Display 

= 32MB SDRAM и 4.8GB* Ultra ATA Hard Drive 

п Modular 24X Max CD-ROM 

= 2X АСР 8MB ATI RAGE Mobility"-M1 3D Video 

= 3D Positional Sound with Wavetable 

= 53WHr Lithium lon Battery with 
ExpressCharge" Technology 

m MS* Works Suite 2000 

a MS* Windows® 98, SE 

a 1-Yr Limited Warranty? 

m 1-Yr Next-Business-Day On-site Service‘ 


1499 СЭ) ^s low as Sh Mo. for 48 Mos” 
ALUE CODE: 89815-800514 


g behind our pledge: 


. For pure processing 


com/1GHz 


t Inspiron" and 


4me offers several 


Performance and Mobility 


= Intel® Pentium® Ill Processor at 500MHz 

= 14.1" XGA Active Matrix Display 

= 32MB SDRAM в 6.0GB* Ultra ATA Hard Drive 
и Modular 32X Max CD-ROM 

= 2X AGP 4MB ATI RAGE Mobility"-P 3D Video 
= 3D Positional Sound with Wavetable 

m 52WHr Lithium lon Battery 

п Internal 56K Capable* V.90 Fax Modem 

m MS* Works Suite 2000 

= MS* Windows® 98, SE 

= 3-Yr Limited Warranty? 

= 3-Yr Next-Business-Day On-site Service“ 


$1999 


As low as $55/Mo., for 48 Mos: 
E+VALUE CODE: 89815-800519c 


Performance and Mobility 


= Intel® Pentium® 1 Processor at 600MHz 
Featuring Intel* SpeedStep" Technology™ 

п 15" Super ХСА+ TFT Display 

= 64MB SDRAM в 6.06В° Ultra ATA Hard Drive 

m Modular 32X Max CD-ROM 

= 2X AGP 8MB ATI RAGE Mobility"-P 3D Video 

= 3D Positional Sound with Wavetable 

m 52WHr Lithium lon Battery 

= Internal 56K Capable V.90 Fax Modem 

= MS* Works Suite 2000 = MS* Windows® 98, SE 

п 3-Yr Limited Warranty 

= 3-Yr Next-Business-Day On-site Service“ 


$2479 o 


DELL" DESKTOPS: 


DELL" DIMENSION" tsoocx 


Affordable Desktop Solution 
п Intel® Celeron" Processor at 500MHz 
= 32MB SDRAM 
= 4,3GB* Ultra ATA Hard Drive 
m 15" (13,8" vis) E550 Monitor 
a Intel® ЗО AGP Graphics 
= 40X Max CD-ROM Drive 
m SoundBlaster 64V PCI Sound Card 
a PC Speakers 
= V.90 56K Capable PCI DataFax Modem 
for Windows* 
m MS* Works Suite 2000 
m MS” Windows* 98, SE 
a 3-Yr Limited Warranty? т 1-Yr At-Home Service’ 


799 QD Blow as $22Mo. for 48 Mos” 
E*VALUE CODE: 83815-500507 


DELL" DIMENSION" xes T700r 


High Performance, Great Value 

m Intel® Pentium® Ill Processor at 700MHz 

= 128MB SDRAM 

= 20GB* Ultra ATA Hard Drive 

m 17" (16.0" vis, .28dp) E770 Monitor 

и 16MB ATI RAGE 128 Pro 

= 48X Max CD-ROM Drive 

a Turtle Beach Montego* Il A3D™ 320V Sound Card 

= harman/kardon Speakers 

= V.90 56K Capable* PCI Telephony Modem for 
Windows* 

= MS* Works Suite 2000 

= MS* Windows® 98, SE 

a 3-Yr Limited Warranty’ m 1-Yr At-Home Service* 


| 399 © ^s low as 5замо, for 48 Mos” 
E VALUE CODE: 89815-500514m 


DELL" UPGRADES: 


SOFTWARE & PERIPHERALS 


DELL" DIMENSION" teoor 


Affordable Desktop Solution 
п Intel® Pentium® IIl Processor at 600EB MHz 
m 64MB SDRAM 


= 4,3GB' Ultra ATA Hard Drive 

= 15" (13.8" vis) E550 Monitor 

и Intel® 3D AGP Graphics 

= 40X Max CD-ROM Drive 

= SoundBlaster 64V PCI Sound Card 

m PC Speakers 

= V.90 56K Capable PCI DataFax Modem 
for Windows* 

m MS* Works Suite 2000 

a MS* Windows’ 98, SE 

= 3-Yr Limited Warranty?  1- Yr At-Home Service* 


899 DBS low as S25Mo. for 48 Mos? 
EsVALUE CODE: 89816-500508 


DELL" DIMENSION” xs B866r 


Cutting Edge Technology 

п Intel® Pentium* Ill Processor at 866MHz 

= 128MB RDRAM и 30GB* Ultra ATA HD 

19" (16.0" vis, .26dp) M990 Monitor 

= 32MB NVIDIA geFORCE 4X AGP Graphics Card 

= NEW 12X Max DVD-ROM Drive 

a SB Live! Value Digital 

m Harman Kardon HK-595 Surround Sound 
Speakers with Subwoofer 

в V.90 56K Capable* PCI Telephony Modem 
for Windows* 

= MS* Works Suite 2000 

= MS* Windows® 98, SE 

= 3-Yr Limited Warranty’ т 1- Yr At-Home Service* 


2 599 QD ^о as To, tor a8 Mos” 
E*VALUE CODE: 89815-500525 


SERVICES 


Printers: 

= HP® OfficeJet* T65, add $499 

m HP® DeskJet” 970Cse, add $399 

m HP® DeskJet* 952C, add $299 

= HP® DeskJet” 932C, add $199 

a Epson Stylus Color 860, add $199 

a Epson Stylus Color 740, add $149 

Scanners: 

= HP® ScanJet* 6300Cse, add $399 

Epson Perfection 610U, add $149 

Power Protection: 

m АРС Back-UPS Office 500, add $99 

Software: 

a Family Fun 5-Game Pack, Featuring 
Roller Coaster Tycoon," add $99 


Service Upgrades: 

a Dell" Dimension" Premier 3-Yr At-Home 
Service; add $99 

m Dell" Inspiron™ 3800 Notebook 
3-Yr Next-Business-Day On-site Service; 
add $149 

Payment Solutions: 

= Dell™ Platinum Visa Card 

= Dell" 48 Month Purchase Plan" 

a Dell" E-Check 
(automatic checking withdrawal) 

Internet Service: 

a 1-Yr Dellnet" Internet Access" with 20MB 
of Online Access Backup; add $99 


pentium:/// 


“Includes 150 hrs./month, plus $1.50/hr. 
(or fraction) over 150 hours. #800/888/877 
access charged $4.95/hr. extra. 
Excludes taxes and telephone charges. 
Additional $1.00/hr. surcharge in HI and 
AK. "Monthly payments based on 
13.99% APR. APR FOR QUALIFIED 
CUSTOMERS VARIES BY CREDIT- 
WORTHINESS OF CUSTOMER AS 
DETERMINED BY DELL FINANCIAL 
SERVICES L.P. Taxes & shipping charges 
extra, and vary; they are due with 1st 
payment unless included in the amount 
financed. Purchase Plan from Dell 
Financial Services L.P. to U.S. state 
residents (including D.C.) with approved 
credit, excluding AR and MN residents. 
Availability may be limited or offer may 
vary in other states. 

"Prices, specifications, and availability may change 
without notice. Taxes and shipping charges extra, 
and vary. Cannot be combined with other offers or 
discounts. U.S. only. For a copy of Guarantees or 
Limited Warranties, write Dell USA LP, Attn: 
Warranties, One Dell Way, Round Rock, Texas 78682. 
‘At-Home or on-site service provided via third-party 
contract with customer. Availability varies. 
Technician will be dispatched, if necessary, following 
phone-based troubleshooting. To receive Next- 
Business-Day service, Dell must notify the service 
provider before 5pm (customer's time). Other condi- 
tions apply. "For hard drives, GB means 1 billion 
bytes; accessible capacity varies with operating 
environment. ‘Download speeds limited to 53Kbps. 
Upload speeds are less (about 30Kbps) and vary by 
modem manufacturer and online conditions. Analog 
phone line and compatible server required. “Online 
backup services provided by third-party agreement 
with the customer. Limited to 20MB of storage; addi- 
tional space available at additional charge. Dell is 
not responsible for lost data. "Software, packaging 
and documentation differ from retail versions. "The 
processor may be reduced to a lower operating 
speed when operating on battery power, Intel, the 
Intel Inside logo, and Pentium are registered trade- 
marks, and Intel SpeedStep and Celeron are trade- 
marks of Intel Corporation. MS, Microsoft, 
IntelliMouse, and Windows are registered trade- 
marks of Microsoft Corporation. HP and DeskJet 
are registered trademarks of Hewlett-Packard 
Corporation. Trinitron is a registered trademark of 
Sony Corporation. 2000 Dell Computer Corporation. 
All rights reserved. 
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1 get some love 
here?" 


CONQUER THE GALAXY «WITH A LITTLE HELP FROM YOUR FRIENDS. 
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Made with love’ by: 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


